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: Fight 
In this first chapter you'll learn all you need to know about 3 Enemies 
how to survive in Silent Hill 4: The Room. We'll explain the 
controls, options, general gameplay and battle system, as Compan of Ladies 
! well as providing hints and tips to make your life easier. 
Let's start at the very beginning with the main menu of 
Hints 


the game, and all the various choices that you will be 
presented with, 2 


New Game 


Select the option New Game to start. You can then choose 
from three different difficulty levels: Easy, Norma! and Hard 
The difficulty level that you choose will.have no influence 
on the storyline or the ending of the adventure. The quantity 
of items that you find during the game will also remain the 
same on all difficulty levels. There are, however, differences 
concerning the following topics 


* Pistol Capacity: 
Your standard firearm uses up to 12 bullets on Easy, 10 on 
Normal and 8 on Hard 


* Enemy Life Energy 

The enemies get much tougher on the harder difficulty setting 
It takes just two bullets to down a Sniffer Dog on Easy, for 
example, yet on Hard you'll need five. You'll also find that more 
enemies will appear at some locations 


* Healing: 

The higher the difficulty level, the less potent the healing 
power of health items. A Nutrition Drink will heal six units on 
| Easy, but only four on Hard 


* Puzzles: 
In Hard mode you'll get fewer hints on how to solve the 
puzzles. 


Continue 


“You'll only get this option after losing a life, Selecting Continue 
enables you to return to the beginning of the area that you last 


m4 
eure 2 and 3 


You can access the Options menu from the Main menu before 
starting the game. You can also access it during the game, by 
pressing Pause and selecting Options from the Pause screen 


Two pages of options are at your disposal. You can scroll 
between them using the buttons shown at the top of the screen 
When you change an option, the corresponding topic will be 
highlighted in red. You can close this menu by selecting Exit or 
pressing Cancel. If you've changed an option, you'll be prompted 
to confirm your ammendments. Once confirmed, your changes 
will be saved. The new options that you've selected will be 
activated the next time that you load your game 


OPTIONS MENU | 
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entered — with all of the equipment you had at that time. Your 1 


difficulty level will also decrease slightly (see page 18). x 


" ١ 
Load 
If you've already saved your game, you can load your save 


gama from here. {You'll find more details about saving your 
data in the game manual). T 0 


— — — 


Options 


You can open the Options Menu here, but you don't have to 
deal with all of the options right now. You can access the 
Options Menu and make changes at any time during the game 


Brightness 


— 


You can change the brightness and contrast of the screen by 
eight degrees Using this option. Adjust the screen so that the 
colours below the red line fade to black. 


Screen Position 


Use this option to adjust the display window to fit your monitor 
screen, Move the window either vertically or horizontally to 
ensure that you have the best view possible 


Languag e » First Person Camera 


Use this option to change the First Person View Control 
settings, as well as to adjust the "Normal" view to "Up/ 
A text and subtitles will be displayed in the selected Down Reverse” 
language. You can choose from English, Francais, 


Deutsch, Italiano, Espanól, Korean and Japanese. Note T : 
That any spoken dialogue will always be English vel aul t 0 ont ro 1 


Henry's default speed is Walk, but if you hold down Cancel 


Sub t i t 1 es he will run, You can also select "Run" as the default 


Toggle the subtitles for the spoken dialogue on and off 3 = : 
with this option. Noise Eiiect 


There is a disturbing barrage of white noise designed to 


Vib rat lon heighten the atmosphere. Use this option to disable it 


If your controller supports Vibration use this option 
to activate and deactivate this. Once activated, your Blood Col our 

controller will vibrate whenever Henry gets wounded — 

The colours Red (default), Green and Purple are 
available for selection 


sound 

— — Head Motion سے‎ 
The standard sound setting is Stereo, If your system — == 
doesnt support Stereo, use this option to switch the The scenes in room 302 are experienced entirely from 
audio to Monaural Henry's viewpoint. His head (the camera} will move 


realistically up and down. If you're bothered by this 
effect you can use this option to tone it down or turn it 


BGM Volume / SE Volume off completely 


Use this option to change the background musio and : 5 
sound effects volume Hide wauge 


In the default setting, Henry's life gauge and power 
gauge will automatically disappear after several 

seconds if there are no changes to his power or life 
- energy. Use this option to keep the gauge permanently 


*＋ on screen 
Eg lish 
— r- ' 


e O 
Vibration On Hide Icon 


Seund Stereo 


BGM Volume ttt As with the gauge option, you can specify whether or 
SE Volume 11و‎ not you want to keep the items window permanently on 
screen 


pta seteen display position 


١ Conf ig 


et 


Button Cont 8 — 


Bleed Colon 


You Can change several Button Configurations in this 


r 
menu Hide Cauge 


Hide leon 
* Basic Controls bd 


Change the configuration for the following functions: Use 
(Use Item/Equip Item), Confirm (Select Investigate) and 
Cance 


* First Person Movement: 

Assign the function for steering movement to the right 
١ and left. Rotate is the default setting, but this can be 

changed to Sideways Movement 


Directional buttons 


ip 
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fame‏ ل 


Movement Left analog stick | Left thumbstick backwards, turn to the right left) 
hems dua Directional pad —— Select items in the inventory 
: ل‎ - laft 
en analog d bd Change the view (look up/down, turn 
View stick Right thumbstick right/lett) 
* ; 
^ 
3 ١ Use Ul. iim Use the selected item 
4 = Dw l 
1 Esc | Cancel the selection, 
Cancel be Shift (left) | walk faster (when held down) 
Confirm | 2 Enter Confirm selection, take/ examine "m 
م‎ apos: 
* E —— * pngna = 
— 
e EE: a TAE 
EAD | * Pause the game, cancel cut scenes 
Generally speaking... 


_ for PlayStation 2: confirm your selection 
with the © Button and cancel with © . To 
return to the title screen [soft reset), press 
0-0- G. S. . SEED at the same time 


— for X-Box: confirm your selection with the @ 
— Button, and cancel with ®. For a softreset press 
SUD + BED for 2 seconds. 


x Butt on Comiguration 


Play- 
Strat on P Ab 02 Pe 
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Joc 


Move the character (walk forwards/ 
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Taking Items 


f you want to pick up something, you must first examine it 8 ; How to Play 
The object in question should be situated in the middle of the 
screen. Press Confirm after the eye icon appears. If it's an 
tem that you can take, you'll be asked if you want to take it 

! you confirm that you do, you'll see a description of the tem 
and it will automatically be placed in your inventory 


Walkthrough 


items 


One example of how this works is when you open the fridge in 
your appartment. You'll find the Wine Bottle and the Chocolate 
Mik (Fig. 7). You can then examine them and pick them up. If you 
pick up a text document such as the First Letter from under your 


or 4W then be automatica fied m the scrapbook 


Secrets 


Inventory 

Any items and weapons that Henry carTies around with 
bim Will appear inthe Inventory. Access it by pressing the 
Inventory button, You can then read a description of each 
tem Switch from one item ta the next by pressing the 
tadi buttons. The capacity ofthe inventory is limited to a 
maximum of 10 items 


Putting Down Items 

nfortunately you can't just dump items from your 
nventory. Items can only be used or set down if 
specifically designated places. This can ba frustrating if 
your inventory is full! 


The Box 


tems are stored in the chest ge to the television. When you 
examine the chest, a windgW will appear atthe botom ofthe 
screen, next to the word Player. You caf then view all of the 

tems that you are carrying. Use the ham Button taselecten kem 

and put it in the box, Confirm your sel@cton and tha dem appears * 
st the top of the list Depending on what kind of abjectitis youl 
either find it filed under “Weapons” or "Others" 


If you wantto take something out of the box, press up“ 
You can than highlightthe item that you require, for 
example the WineBottle from the list of Weapons (Fig. 8). 
Add the item, to yotr inventory by pressing Confirm Press 
up? again to atcess an object in the "Others" category 
otto switch Between Weapons and Others. Press "down" 
ib return {0 the Player list. Press Cancel to close the box 


Wine Bottie |wespon}) 
Bottle of white wine from the 


refrigerator It'll break eventually 


if 1 keep using it as 2 weapon 
ا‎ 


item Select 
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How to Use Items 0 


When you press the Use button, a list of all the items Henry If you have a long list of game saves, use the Items buttons to 
is carrying will appear on the bottom of the screen. Press the navigate faster. Using either left or right, you can scroll ten entries 
button again to use the highlighted item. As a general rule, the up or down. Exit the save menu by pressing Cancel. 


itam that you picked up last will be highlighted. You can switch 
betwean items in your inventory with the buttons. The items willbe | Each game save data provides several important pieces of 
highlighted with two different colours: weapons and ammunition in | information, such as which area of the game you visited last 


red; all other items in green. {the same location title will also be used in the Walkthrough}, On 
the right you'll be able to see how long you played (in hours and 
When and how you can usé an item will depend on its type. You minutes]. |n the window at the bottom you can read which level of 
can't use weapons in Room 302, and ammunition can only be used | difficulty was selected and how often you've saved your game. You 
there in loading a weapon. can only load games from the main menu. If you want to abandon 
your game and start again, you should opt for a soft reset (see also 
The only things you can use {or rather, consume) anywhere and page 9) 


anytime are health items such as Nutrition Drinks. | 
| 


| Life Gauge 


Scrapbook 

" Press Attack to make your life gauge appear in the upper left-hand 
If you press the Scrapbook button at the beginning of the game, corner of the screen. The circle on the right of the gauge is not used 
you'll be informed that "You still haven't got anything". Certain in Room 302. 
documents are automatically in the Scrapbook, where you can 
study the texts at your leisure. The background picture will show | 
where you found the note. Not all of the texts you read during the | Paus e / Op t i ons hie nu 
course of the game will end up in the Scrapbook because some of | 
them, such as inscriptions on stones are impossible to carry with | You can stop the gama hy pressing Pause. To continue, press Pause 


| 


you again. When the game is paused you can access the Options Menu 
by pressing the button ar key as shown on the screen. (Note that the 

You can always add documents to your Scrapbook, even if your | clock stops when the game is paused.) 

inventory is full. There is, however, one exception to this. If you 

want to pick up an envelope with an item inside as well as a letter, 

you will only be able to pick it up if you have a spare slot in your 

inventory for the item 


Cut Scenes 


The game features many dramatic cut scenes. During these scanes, 
the screen switches to wide format with a black bar at the top and 
bottom (Fig. 10]. You can skip the cut scenes (apart from the and 
sequence) by pressing Pause, [When playing the game for the first 
time, it's recommended that you watch all of the cut scenes, to avoid 
missing out on important plot points.) These interludes will not count 
towards your final gameplay time statistics 


How to Save Your Game 


Use the red notebook in your living room (Fig. 9) to save your 
game. This is the only place in the whole game where you can 
save. Examine the book to access the Save Menu, You'll see a list 
of several possible save locations. (You will need a memory card 
with enough space for saving. You'll find more information on this 
topic in the game manual.) You can use a new block or save over The Ho 1 م‎ in the Wal l 


old game data. You'll be prompted to confirm if you really want to 


overwrite (and lose) your old data. You can also delete save data You can use the hola in the wall in your apartment to reach 
by pressing the Inventory button. You'll have to confirm this action | mysterious parallell worlds. You'll find similar holes in these other 
in order to prevent accidental erasure of save files worlds, which you can use to return to Room 302. 
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The Game Screen 


Outside room 302 Henry Townshend will be seen from the third 
person perspective (Fig. 11). The following information Will be 
displayed on the screen at felevant points in the gameplay. 


^ Life Gauge 
a Power Gauge 
Inventory items 


Walk and Run 


Henry always moves in the direction in which you press the 
stick. If you simultaneously press the Cancel button, he'll run 
(unless you've changed the Default Control in the Options 
menu). z 


Henry's normal speed is about two meters per second. When 
he runs; he'll speed up to four meters per second. On an 
upward incline he'll slow down to three meters per second. 
When brandishing a weapon his speed will slow down even 
more, to only 1.5 meters 81م‎ second. 


View 


The way in which the camera moves depends largely on the 
environment. The camera usually stays close to Henry, If you turn 
around and walk 
directly towards it, 
the camera will be 
positioned in front of 
Henry (Fig.12). But if 
you walk diagonally 
past it, the camera 
will pan towards 
Henry and follow 
him (Fig. 13]. In 
situations like these, 
you can press the 
Camera button to 
centre the camera 
directly behind 
Henry. However, 
this option will not 
always be available 


je 


Sometimes you can 
adjust the camera 
view with the View 
stick lor button). 

In othar situations 
the camara view 
will be fixed, for 
example in smaller 
rooms (Fig.14]. 


4 


Open Doors 


If you want to open a door, stand in front of it and examine it. 
Many doors won't open first time around. The on screen text 
will inform you whether or not you can open that door later on 
in the.game: 


* “It's locked": you need to find the key. If you already have 
the right key it will be used automatically. 


* “The door is locked from the other 5108“: You must take 
another path to reach the door and unlock it from there. 


+ "The door is shut tight. It won't open at all" or "The lock is 


broken. | can't open the door": There is no possibility of ever 
opening this door, so try another way! 


Examining Things 


The eye icon only appears in your own apartment, not in any 
of the other worlds. Whenever you're in the world outside 
your apartment, just press Confirm to examine an item or 
object that attracts your interest. Most of the time nothing 
happens, but occasionally you'll get to read an interesting fact 
or two (Fig. 15). If there's something important close by that 
requires your attention, Henry's head will tilt in that direction. 


Head liovements 


If there's something interesting in Henrys immediate 
vicinity, he'll move his head to the left or right (Fig. 16). 
This may indicate an object to examine, an item to pick up 
or even a hostile creature. 


Henry will notice opponents within a radius of up to four 
meters, if he is equipped with a battering weapon. If he is 
equipped with a firearm, this distance will double. Should 
an opponent be directly behind Henry, he'll notice him up 
to a distance of three meters. 


Taking Items 


To pick up an item, move close to it and press Confirm 
[Fig.17). If you already have ten items in your inventory, 
you won't be able pick anything new up. (If you want to 
put something down, you must go back to room 302 and 
place it in the box.) 


Sometimes you'll have to examine items lor places) twice 
in order to pick up an item. For example; you discover a 
mannequin. On first inspection Henry will notice that the 
mannequin is holding something. On closer view, he'll 
concentrate his full attention on that object = and then 
finally take it. 


How to Use Items 


It you want to use or consume something from the 
inventory, press the Use button and select an item. Press 
Use again. How you use the item will depend on what sort 
of item it is: 


* You can consume health items anywhere and 
everywhere, even if Henry is in full health, although that 
might seem like a waste of a good health drink! 


Weapons: If you press Use, Henry willhold his weapon. 
An E will appear above the wapon icon in the inventory. 
If you select a weapon that Henry is already carrying, 
he'll reload it (but only if there is additional ammunition 
available). 


* Ammunition: The magazine of the respective firearm 
will be reloaded. 


Women's weapons: some weapons (and weapon-like 
abjects) can only be used by Henry's female companion 
[see also pages 22 and 116) 


Artefacts: Holy Candles and Saint Medallions have 
spacial protective powers against ghosts and 
apparitions (see also page 21) 


Various objects can only be used in certain places, so 
you must be standing on the correct spot for them 
to work. 


Fighting Stance 


Scrapbook and 


| The Scrapbook button has a second function outside of 


| room 302; you can use it to switch between the document 
| and map pages. (Not applicable to the PC version of the 
gama.) Press Cancel to return to the game. 


Map 


As you explore an area, all important details about your 
‘surroundings will automatically be added to the map (Fig. 
18}. Henry will appear on the map as a blue triangle. The 

| tip of the triangle will point in the direction that Henry 

| is facing. Doors which you have yat to examine will be 

| shown as a thick black line. Locked doors will be marked 
in red. Doors that you have already opened are marked 
with a double-headed arrow. A hole in the wall is shown 
as a red circle with a red dot in the middle. 


يمن ل سيچ و 


If you are at a location 
with several different 
floors you'll find the 
name or number of 
the floor on the top 
right-hand side of the 
map. Press up or down _ 
to scroll through the 

pages of the map. 


3l 
= 


Press the Attack button to activate Henry's life gauge. 
Henry will then adopt an attacking stance. On the 
following pages you'll learn all there is to know about 
fighting in this game. 


Button Contiguration 
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¢ 
d 
Jd — 
- Play- 
| | W - forward 
f harkwaer 
Movement Left analog stick | Leftthumbstick | : rcd Move the character 
F E - right 
i 1 — ~ 
\ it Directional ; 
ems buttons Directional pad | f 4 € + Select items in the inventory 
— 3 
J ~ left 
Right anal | igh Chan amar (nc 
à View 2 alog Right thumbstick L- right Change the camara view (not always 
١ stic up possible 
Use e © Cul (right) Use 2 selected tem, select weapon 
— کے‎ 
book U (Documents) j 
Scrap M (Map) Open list of documents / map 
—— — آذ أ ا أ‎ 
Camara Tab | Position camera behind Henry (not 
always possible ) 
mnm—  -—— —— ꝗl/ᷓ— —À ا‎ 125252525252717 
Inventory T Open inventory 
Pause Pause the game 
SS —— P ١ 
Attack 


Right trigger Assume fighting position, show life gauge | 


attack button down and pres 
SEE 


— . So 

Confirm © | ® Space Use weapon (hit or shoot) i 
f 

Strafe (left) ١ © ^ Sidestap to the left | 

Strafe (right) Sidestep to the right 
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Controller diagrams can be iound on pace 5. 
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d that Henrys moves i 


ts not possible to use items in the fighting position.) 


Novement 


As long as you're holding down Attack, Henry will keep 
facing the same direction. When he's moving tg the left 


ght, he will move sideways and keep looking straight 


ahead. If an opponent is clo: 
of th 


he will align himself to 


he posito hat enemy 


sidestepping 
! you press Cancel while Henry is in the fighting position, 
^e ll jump backwards. If you press left or right at the same 
limê, he'll take a quick jump to the side (Fig. 20) 

Alter dodging or sidestepping an attack Henry will be 


Jinerable for an insta 


backwards and 0.33 


Close Combat Weapons 


During tha course of his adventure Henry will find many 
battering woapons. The main difference between the i 

various weapons is their speed and the power of their jCnarginé| Jharged 
blows. Some weapons will break after several blows pon Abe [-ine 
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he golf clubs will be r 


ET | ssec. EL 
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incidents got a er-Cut née | 0 042sec | 90 
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Mat becomes more powerful after it breaks 
Broken Wina Bowe f هذا‎ | i 
An attack can only be executed once you've released Spade 20.0 | 240 sec 40.0 


the Confirm Button. You can charge the attack power of Rusty Axe ١ 200 i 3.00 sec; i 45.0 


me ithe tering weapons by holding the Confirm 
jst of the battering weapons by holding the Confir Bug Spray ! | 500 

button down for a longer period of time. The round 

power gauge next to the life gauge will gradually turr Pickaxe of Despsir ١ 00 I poses | 1300 
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| Firearms 


Firearms vary according to strength of attack, firing rate and 
magazine capacity. Depending on the selected difficulty level, the 
pistol magazine will hold 12 bullets (Easy), 10 (Normal) or 8 (Hard). 
You can fire relatively quickly with the pistol. If the magazine is 
empty and you press Confirm again, Henry will reload his weapon 
(Fig. 22) provided that there is enough ammunition in the inventory. 
Reloading takes a little time, so try not to do it when monsters are 
lurking close by. 


The revolver only holds six bullets, regardless of the difficulty level, 
but each shot is more effective than a normal pistol shot, and can 
down Victims in one go. The rate of fire is lower as the revolver 
takes a lot more time to reload. 


8 | 
Firearms 
Charging f Charged | 
weapon Time Attack | 
Pistol 2 ? iB 
Richard's Revolver 


Take Aim 


Henry usually aims automatically, but his range of fire is 
limited, covering approximately ten meters. This means 

that there's a danger of pressing Attack when Henry is not 
aiming at the enemy. It doesn't help to manually aim in the 
approximate direction. You'll have to get closer if you want to 
hit the target. 


The Final Kick 


After receiving several blows with a battering weapon, or 
several shots from a firearm, your opponents will eventually 
hit the ground. But unfortunately that's not always the end of 
the story. You can only defeat an enemy completely by literally 
kicking them to death. When a monster hits the ground for the 
first time, rush to it and press Confirm, Henry will finish off the 
monster with a hearty kick (Fig. 23). There are, however, several 
tenacious enemies that can't be eliminated with this method, 
namely Ghosts and Victims. These fiends will always get up 
again, unless you use one of the special tools designed to pin 
them to the floor (see also page 21]. 


22 


wounded by a monster, you'll see the effect on the life gauge 

in the upper left-hand corner of the screen. When Henry is hit, 
you'll also notice that he winces. You won't be able to move him 
during this period, but he'll be immune to a follow-up attack for 
up to 0.6 seconds. He'll be invulnerable for 1 second on the Easy 
difficulty setting. 


If Henry's life energy drops below a certain level, the gauge turns 
red. Nutrition Drinks, Portable Med Kits and Ampoules all help 

to maintain his health. In the beginning these health items will 

be rare, so don't forget you can always cure Henry by heading 
back to room 302. His life energy will be replenished whenever 
he returns home, until a certain point in the game when this 
miraculous healing power suddenly stops. 


If all else fails and you see the dreaded "Game Over” message 
appear on screen you can select Continue from the main 

menu and restart the section that you just played - or you can 
always load one of your save games, of course. If you use the 
Continue method, the game will get gradually easier as Henry 
gats stronger with each Continue used. His maximum strength 
level will be reached after ten Continues. On Normal, Henry 

will be twice as strong as at the beginning. This means that his 
attacks will do twice as much damage as before and hostile 
attacks only inflict half the damage. On Easy he'll become three 
times stronger and the impact of hostile attacks will be reduced 
by 1/3. On Hard the maximum is 1.5 times stronger and attacks 
only inflict 2/3 of the damage. Bear in mind, that this effect is not 
permanent. After a certain length of time Henry's strength will 
return to normal. 


10an by conventional means. However, i 
drops to 0, it will stay down fora short time 
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speak) monsters, 


h can be dealt with in the usual way. And then there 
the levitating ghosts, the Victims. Those creatures 
ove already been murdered once, so you can't kill them 
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the Monster 


Stamina: When a monster's stamina drops to 0, the 


ster will fall 


Attack: The strength of the monster's attacks 
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Options Menu 
Room 302 
Other Worlds 


feda: This slimy creature is indestructible. 
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Hard 


Spoed 


Wheelchair 


tate: The longer a moth is able to stack 
nd suck, the more ide energy it wH drein 
trom you 


aothbat Í 
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lato: The Wheelchairs emanate à toxic aura, 
which inflicts instant damage in a similar 
way to Victims 


Speed 
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Info: Thore’s no difference between the 
different colours. There's a 90% probability 
that defeated larvae will respawn. 


Info: This monster swings a short batteri 
weapon. Especially dangerous whan 
attacking en masse 


lato: There's no diffrence between tha 1 
different colours. After 1 to 5 minutes 
defeated Tentacles will respawn 


Into: Attacks in a similar pattern to the 
standard Doublahead, but has significantly 


more HP and stamina | 


Info: Brutal jump attack causes 
signeicantly more damage than a swipe 
of its long arms 


Ghosts 
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cartes 


Ghosts and Victims are extremely hazardous to your 
health, wellbeing and sanity. Their mere presence will 
suck your life energy at an alarming rate. You'll know 
nstantly that one is lurking nearby if the life gauge 
appears on screen when you haven't been hit or shot 
Fig. 24). No reason to panic, but it's a good idea to move 
away from the vicinity as quickly as possible - or make 
ise of holy amulets or any other sacred items that you room spinning out of control, the kitchen sink tap spouting 


might have acquired 


How to Play 


Walkthrough 


2 


& 
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items 


blood or monsters crawling out of the walls, get too close 
and you'll soon start to suffer the effects. Should you 


Secrets 


This added chill factor will become more of a problem find yourself trapped by a Victim, jiggle the analog sticks 
)nce room 302 is haunted by ghosts and apparitions vigourously. This will shorten the attack by up to 5096, Index 
Fig. 25), Whether it be the hands of the clock in the living 


Saint uiedallion 


= ge ١ 
In addition to wielding a weapon, you can equip a Saint Medallion as a protective . 
charm when you're fighting ghosts. (It's not enough to simply have a Saint Main Menu 
Medallion in your inventory, Henry must have it equipped in order for it to be 
effective.) 

Options Menu 
The power of an amulet is limited, The icon will vibrate when ghosts are near. i 
Eventually the amulet will start to crack before finally breaking apart. It will last for 
quite a time in the outside world, but under the influence of the apparitions in room Room 302 


302 it will soon shatter. 


Other Worlds 


Holy Candle 


The Holy Candle has a similar effect to the Saint 
Medallion. Place it on the floor to nullify the effects of 
the hauntings for up to 100 seconds. This will not be 
much help against Victims as it takes nearly a minute 
to defeat a Victim in this way. Think of the candles 
more as an exorcist's tool to deal with apparitions in 
apartments. Use them sparingly in the other worlds. 


Fight 


You must get really close to the occult phenomenon in the apartment and place 
the Holy Candie directly in front of it. Look downwards and Use the candle (Fig. 
26}, As soon as Henry has placed a Holy Candle on the floor (or chair} retreat to a 


safe distance and wait ten seconds until the candle starts to work and the demonic Ñ 
phenomenon fades away ] 


| 
Silver Bullets f 


~ 
Silver Bullets are a rare type of ammunition for the Pistol. Use the bullet in the 
inventory to load the pistol. A single Silver Bullet is enough to instantly floor a Victim. 
You should reserve these bullets for special occasions 


Sword oi Obedience i 
5 


A Sword of Obedience is a mighty artefact because you can stop ghosts ‘dead’ in | 
their tracks with it, To use it, you must first knock the monster to the floor and then | 
quickly use the Sword of Obedience before it can escape. When a ghost has lost 50% | 
of it's HP, you can stake it with a Sword of Obedience. 4 
J 
| 
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During a significant portion of the game Henry will be 
ccompanied by a lady — and we re not talking about the short 


interlude with foxy Cynthia at the beginning of Sut 


Your task is to accompany your acqua ce to 


if she s attacked by 


5 rken with red and blue stains. She'll also get slower 
and won't be able to defend herself as well. It's not essentia 
that you take special care of her, because your companion 
actually can't "die": in theory you could leave her for hours in 
the middle of à pack of evil monsters — but doing so could have 
unfortunate consequences for you later in the game. (You'll find 
more information on this topic in the Secrets chapter on paga 
138). You can heal your acquaintance by placing a Holy Candle 
in front of her. It's also a good idea to leave a candle with her if 
you can't avoid leaving her on her own 


If you accidentally hit her in the heat of battle, its not à 
catastrophe. You'll find that there are times when you simply 
can't avoid leaving her behind, but that's also nothing much to 
worry about. Her location will be marked on the map with a red 
triangle, so you'll always be able to find her again 


Some weapons, which can only be used by Henry's 
acquaintance. These weapons range from a basic handbag to 
a less-than-lady-like iron chain. Henry carries these weapons 
around in his inventory. If the woman in question is standing next 
“to him you can Use the appropriate weapon and the woman will 
then carry it. The next time an enemy approaches, she'll lash out 
violently (Fig. 27], inflicting significant amount of damage. There 
is a down side to this woman's aggressive tendencies, however 
Henry's acquaintance is not one to shy away from a fight, and 
therefore she'll attack even those opponents that you want to 
discreetly sneak past. Another disadvantage is that you cant 
store her weapons in the box in room 302 if she's still holding 


them. Furthermore, you can only unequip her weapon when 


she s standing next to you 
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Keep your ears.open, othenwise you might miss vital aural C 
ciues, such as thé ting q di. a doorbell, of the grunting of s 
monster Hiding néarby inthe shadows. 


- Choose the right weapon for the right opponent. Firearms are 
usually more convenient, but since ammunition is limited and also 
uses up a lot of space in the inventory, it's advisable to use them 
sparingly 


If you've only got a single opponent, the use of a firearm 
shouldn't be necessary. If you are attacked by several monsters 
at the same time, and if these creatures come from different 
directions you may have to succumb to wasting a few bullets. 


Usually it’s a waste of ammunition to shoot moths. But there arg, 
however, situations in which a well-aimed shot can sava lots of 
time and (life) energy 


The Stun Gun is a very effective weapon when used against Fight 
mutant apes or Nurse-Monsters. 


- Only use the Revolver in dire emergencies. When a pack of rabid 
Nurse monsters are shuffling towards you with murderous intent, 

the Revolver may end up being your best option to avoid their 
“tender” ministrations 


When an opponent is lying on the ground, give it a well-aimed 
kick. That is the best method to get rid of creatures and save 
ammunition 


There's no shame in running away! Quite the contrary. No 

need to pick a fight with every monster that crosses your path, 
especially those dreaded Victims. However, when faced with a 
swarm of Mothbats, it's best to stand your ground and take them 
all out bafore they can strike back. 


Use health items sparingly. Use the healing power of room 302 
as often as possible. Don't heal with items more than is strictly 
necessary. An Ampoule, for example, is a very rare thing indeed 
It won't heal you more than a Portable Med Kit at first, but after 1 
using it the healing will have a sustained effect / 
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monster is bout to pounce. 


Use the maps in the Walkthrough They will show you where 
to find items and monsters. Normal monsters will never 
leave their "room", but like most things in the game, this 
rule doesn't apply to Victims. The ghosts will also haunt 


neighbouring rooms 
— in ni. Course of the game you'll fi d 

in mind this 3 1 NG Numerous d , 
thalai دي‎ documents in oom 302 eet Bear 
them (you's * should Chack'the piadas اينيك مسا‎ 

“Items chapter) . qoe M. topic inthe Walkthrough ang HM 

t 
Scrapbook. QE time, if You wnt to complete Pr af 


in other worlds beyond room-302 you'll find several holes that 
you can crawl through toget back hams. When you next ee 
your apartment via the hole, VOU lalyvays metu'n tothe hole that 
vou used last 


the pictures on 


exam ne r werf ture» vv 
+ the descriptions v 
Don t carry too much around with you. its always 8 good idea to 


be careful and cautious, but it's easy to get carried away. If you 
fill your inventory to the brim with ammunition, health items and 
all kinds of weaponry, you won't be able to pick up any important 
items that you might subsequently find. Of course you can 
always down a Nutrition Drink to get a free slot in the inventory 
but it's a shame to waste any of the precious healing fluid 


If you urgently need to clear a free slot in your inventory, a single 
shot could be the solution. You might possibly have only one 

bullet left in your gun, and still have another magazine with you 

In this case it would make sense to fire the bullet and reload the 
weapon. Wasting a bullet is a minor disadvantage compared 

to not being able to pick up an item, br having to traipse around — / 
looking for a hole in the wall 


If you take an empty weapon and some ammunition out of the 
box in room 302, the weapon will load automatically. Select the 
magazine and press Use. This way, the magazine won't take up 
an additional slot 


as keays, that ont ١ ١ 
at only have one function in the ١ 
appear after you've used them m 
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When text appears on screen, the game will pause — as will any Enemies 
nearby monsters. If you want to change weapons while being 
attacked by monsters, for example, try and keep away from them 
st doing so. Open the inventory using the Inventory button 
and select the desired item. Now close the inventory again and 
press the Use button quickly so that you can use the selected 
item immediately 


i Ww M. $3 4.3 € i * 
/ Dass dds Some sopnós 


: x too 
y 2 careful d eat e$ ha ph unt vise Y 
١ perth mé سياه‎ t you heat كوأ رزاع هن جا‎ you pas wane 
„ Vjstratie بيط م‎ ain dual ein these 
ora stran + lates 
/ putpase 8 وب‎ and e a EF 
: 4 IN 
2 


After the credits have rolled at the very end of the game, do 
yourself a favour and save. This way you'll be able to start the 
game again with quite a few interesting additional extras. You 
can read all there is to know about this topic in the Secrets 
chapter on pages 133-135. (But only after you've finished the 
game, to avoid revealing too many plot secrets.) 


For five days Henry Townshend has been tormented by horrible 


.pightmares. Ho's been trapped inside his apartment, with the door 
aled and barred with heavy chains and locks. The 
n escape this claustrophobic hell is 

s bathroom wall. When he manages 
rtal, he finds himself in a 
own before. 


inexplicably se 
only moans by which he ca 
through a strange hole in hi 
to escape “outside”, via this sinister po 
world quite unlike anything he's ever kn 
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This Walkthrough will show you the best 


possible path through the adventure, 
ensuring that you don't waste precious 
time and energy searching aimlessly 4 
through the perilous and disturbing 


onments. You can read all about 
pages 28 


envir 

the elements of this chapter on 
and 29, what kind of information you'll 
find on the maps and how youcan gain 
quick access to the information using 
the guide's convenient system. 
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The adventure is divided into different sections 
You start in Room 302, and travel to different 


worlds through the hole in your bathroom wall 
All the captions in this book will use the titles 
and terms found in the game, so there should be 
no chance of any confusion 


characters 


Important characters will be introduced with 
a short text. Secrets will be carefully guarded, 


and are only revealed in the Secrets Chapter 


A new section always starts with the complete maps of the 
surroundings. You'll find all relevant information on the maps 
The maps have the same alignment as those in the game, so 
North is always at the top. 
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Items and documents are numbered following a sequence by 
which they first appear in the game. A red symbol indicates 
where you can find something; a blue symbol shows where to 
use something. Some objects only appear after a certain action 
or event. You'll find more information about all of the objects in 


the Items Chapter starting on page 112 i TY 
9 Y Subway Station, m 
r s 
Monster locations are shown by a mauve pentagon containing - Ee — 
û capital letter. Some opponents appear in the respective area | Si. ا اا ا سس‎ m mah age 
at û later stage (these are shown by a green pentagon). — — 2 : 


Important locations are represented through roman numerals, — Poire 
which will help you to find the relevant information in the حت‎ 2 
Walkthrough as quickly and effortlessly as possible 


BB Sare point 

‘> Starting point in the world 

© Where to find items 
Whore to use items 

Where to find documents 

Where to find equipment. for example 
Nutrition Drink or 

First Aid In 
Monsters, for example c tim 


* 


This place / door cant be passed 

= This place / door can only be opened with the matching 
key or after a certain event 

+ This door has to be unlocked from the marked side 
ob Freely passable door 

0 ole to return to Room 302 

= This icon shows the connection between maps. The tert 
8 represents the name of the map the erit leads to. 
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Beg Symbols and Titles 


M secrets 


You'll fjnd numerous references to events that happened 
in the first three instalments of tha series in Silent Hill 4 
- The Room. Since we don't want to give away too much 
in the Walkthrough, we'll use this Icon 
and refer to a pago in the Secrets Chapter where you can 
find more detailed information if that's what you want. 

Be warned, it could tell you way too much about the 
story and spoil all the Surprises that.await you inside and 
outside of The Room! 


VI Texts 


This Walkthrough will show you the ideal path through 
Silent Hill 4: The Room - as fast and as safely as possible. 
Evarything that is necessary for the completion of the 
game is described in detail. There are also plenty of hints 
on where to find items. We have consciously taken care 
not to spoil any major surprises by telling you too much of 
the storyline in advance. 


Items which you can pick up are marked in red in the text 
Items which you must use are marked in blue in the text. 


To help you find your way immediately, the titles refer 
directly to the locations where the storyline takes placo. 
The current location is marked in red on the mini maps, 
You can match them with the maps in the gama. The roman 
numerals are designed to enable you to orientate yourself 
in the game: all important actions are in logical order. You'll 
also see these numerals on the maps at the beginning 

of each section, You can either search for the particular 
information you need to continue the game at a specific 
point, or you could tick off one important topic at a time 

— depending on how you want to use this Walkthrough 


— 
VIL Monsters 


When a new monster appears for the first time in the 
game, it will be introduced with an illustration in the 
quide. You'll also find more information about the monster 
in the Walkthrough text. 


am Screenshots 


Numerous screenshots document the course of the game 
and will make it easier for you to orientate yourself. The 
numerals under the pictures refer to the relevant text 
passages and vice versa. The numbering starts at 1 at 
each new game section, 


How to Play 


Walkthrough 
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Water Prison 
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ROOM 302 


١ Documents: 
Ce: | Book Scrap 


[2] First Letter 


items 
Q Chocolate Milk 
© Wine Bottle 
€) Steel Pipe 


Is This Really My Room? 


The game starts in the bedroom of a dilapidated but it’s firmly locked. The living room is to your right 
" apartment. You see everything from the character's Here you'll find the source of the loud noise, namely the 
viewpoint. Notice that you can change your angle of TV, which you unfortunately can't turn off. There are 
sion to look up or down. You'll find everything you several other interesting things to look at in this room 
want to know about the controls in the How to Play such as an old picture book which is lying on the low 
chapter on pages 8-11. If you think that the picture table in front of the TV (Fig. 1]. You will find out what 
o dark, push the Pause button or key. From the this text means rns you, much later in 


Use Screen go to the Options menu and adjust the your adventure 
rightness. You can also refer to the How to Play 
nd 


chapter to fi 


w 


Take time to walk around and look at the f ture 
AS soon as you make your first step y | hear à 
١ 01000 انا‎ 011١0 17 don tw y, you have 16 


anything wrong. This will happen no matter what 


00, An eye symbol will appear in the top left corner of 


ga closer! 


© Screen, indicating when you can! 
8 he first tive commentaries that appear 
Screen describe the condition the room is in. After 
reading these, feel frae to inspect certain pieces of 


furniture more closely 


When you are ready, open the bedroom door and go 
through. The bathroom door is directly in front of you, 


ing you need to do wher 
you are ready for the game to move on from this 


point, 


I There is just one more 


How to Play 
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Just a Dream? 


You'll start the game again in the bedroom of room 302. This 
time the apartment looks quite normal + apart from the fact 
that you still can't leave because the door is secured by 
saveral sturdy chains and locks, and you don't have a key for 
any of them. As soon as you start to move Henry will check 
the phone next to the bed and find that it's still not working 
Only seconds later the phone will ting. Strange. You can now 
taxe some timê to look around the bedroom, taking particular 
Rote of the interesting pictures on the wall 7712775711 
When you approach the window, Henry will automatically 
look outside. A young woman can be seen heading down 
the steps to the subway station. Press Cancel to end the 
scene, then take another look through the window. To the 
left, you'll see an advertisement hoarding for Bar Satisfied, 
complete with a telephone number (Fig. 3). Press Cancel to 
return to the room. Now try dialling the number (555-3750) 
on the phone next to the bad and see what happens 


Entering Ving room and go towards the front door. Another 
cot scene will kick in, explaining Henry's situation. If he looks 
through his peephole Henry can see his neighbour Eileen 
Press Qancel to stop watching, Pick up the piece of paper 
that hag been shoved under the door. Look at it and press 
Confirm fo take the First Letter. Important documents such 
as this will be automatically filed in the Scrapbook, which 
you cag access by pressing tha relevant key or button [see 
pages Sand 12) 


You'll find another piece of paper, the Book Scrap, behind the 
bookshelf next to the window. If you feel like it, switch on the 
radio 7177771513 which is also on the shelf. Most of 
the tmê you'll just hear white noise, but occasionally you'll 
hear news and adverts, none of which influence the outcome 
of the game (Fig. 4). The red notepad that lies on the table 
*hetween'the armchair and the sofa is vitally important, so 
you should theck it out. This is the one location in the whole 
game where you can save your progress 

the TV Henry will 


The first time you walk past the box next t 


automatically look inside. You can store everything you find 
in the course of the game in this box. You'll find your first 
anda 
das a weapon. Put 


tems in the refrigerator: a bo 


The Wine Bott! 


take up valuable space in 


So, you 

the fr b 

particularly disturbing has happen Arê you 
starting to think that maybe this game is not stary after 
11? What was thatclatter in the bathroom? 


üi 


Follow the noise and you'll discover® huge hole in 

the bathroom wall (Fig. 5). Examine tha hole and pull 

the Stee! | out. Examine the hol@again and climb 
in. Crawl forward until you reach thelight at the end of the 
tunnel. Welcome to Subway World 


Subway Bl 


Lynch Street Line Coin 
O Temptation Placard 
© Use: Lynch Street Line Coin 
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Forest 
Water Prisan 
Building 
Apartment 
Room 302 
Hospital 
Subway 
Forest 
Water Prison 
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When you leave ro 
A 


302 your You'll find everything you need to know about the game 
rom controls from page 17 onwards and you can also read 


re about fighting on page 16 


heave already discovered will be automaticallwinserted 
on the map. Even though there is no immediate danger 
you should equip yourself with a weapon. Press Use 
د‎ access the items list, Select the Wine Bottle or the 
Stee! Pipe and press Use again. Henry will start to wield 
fe weapon, which will now be marked with a small "E" 
- = the items list. To attack, hold the Attack button down 
and press Confirm at the same time. The life gauge will 
sooear on the screen (Fig. 1). You'll find more details in 
the How to Play chapter on page 14. You'll notice that 
Henry moves differently when attacking. During a fight 


gi his moves are aligned tot 


Henry is a young man in 
his late twenties, who has 
been living in Room 302 in 
South Ashfield Heights for 
about two years. He visited 


Silent Hill some time ago 

- and has several photographs 

of his trip in his apartment Forest 
Lately, strange things have 

been happening in Room 302. Water Prison 


Is this just his imagination 
playing tricks, a nightmare, or 
something more sinister? 


56 


At tne end of the long 
ora - 
| 
| 


passageway you ll see 
the young woman thatyou 
"3 praviously watched through your 
f 1 apartment window. Be a gentleman 


Cynthia thinks the bizarre 
subway station is part of 

her very own, personal 
dreamscape. Maybo it is. The 
time that she spends with 
Henry is short, but eventful... 


ê yourself to Cynthia. She'll be accompanying 
hile. You could also have a look down the 
corridor on the right aithough you won't be able to open 
either of the doors. Go left, around the corner and down the 
passage 


Upon reaching the so you should have no problem sneaking past them 


toilets your companion and following Cynthia into the Ladies. Walk over to the 

will have an unpleasant opposite side of the corridor and go through the door on 
turn and head into the the left (Fig. 2). Cynthia appears to have vanished into 
Ladies. After the cut scene thin air, and there's a mysterious hole in the wall next to 
two drooling Sniffer Dogs the toilet stalls, surrounded by some strange symbols 
will appear. The dogs are Examine the hole and return ta your room 


preoccupied with a carcass 


Room 302 


Returning to-Room 302 will 
enable you to save your game 
data in the notepad in the 
living room. If you have been 
wounded by the Sniffer Dogs 
you'll soon discover that your 
te energy regenerates in this safe haven 


When you pass the desk next to the sofa you'll notice 


that it is out of position (Fig. 3). While trying to move it 


back you'll discover an inscription, à and a hole ir 
the wall. Take a closer look at the dar 8060 part of the 


wall. You can watch your neighbour Eileen through the 


As soon as you stop watching Eileen, the phone wil 

nng in the bedroom. Walk through (Fig. 4) and answer it 
Cynthia will beg you to help her, adding "if you need a 
token, there is one here." Now make your way back to 
the Ladies toilet in the subway station through the hole 

n the bathroom wall. Provided that you haven't finished 
an area, the portal will always lead to the passage you 
1sed last time. Don't forget to take the Pistol when you go 
The magazine will hold twelve bullets (ten on Normal and 
eight on Hard]. Once you've used them all you'll have to 
search for new ammunition 
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| After taking the phone call in room 
is) 302 and going through the hole in the 
(p bathroom you will find a mannequin 
- (Fig. 5) in the Ladies. When you take a 
me g closer look, you'll find a coin in its hand 
Take the | treet Lins Now 


leave the toilet. If you haven't already fought the dogs, they will be 
waiting for you in front of the door, Quieten them down with a few 
well-placed blows from a blunt instrument. In most cases, when 

a monster hits the ground you will still have to give it a couple of 
kicks to ensure that it stays down. Stand over the creature and 


press Confirm. You can tell that you've completely finished-off your 


At the turnstiles leading to 
the subway platforms another 
Sniffer Dog is on guard. Finish 


ليا ل 
around the area without the risk of‏ 
being savaged. You should aiso head‏ 
for the southern corner, where you‏ 
will find a box of‏ 
as two more dogs and an obscenely‏ 


undulating giant worm (Fig. 6). The worm won't harm you, and 


you can't kill it, so you might as well leave it alone 


that you can have a good look 


, 85 well 


Eileen is a young woman in 
her early twenties, who lived 

in South Ashfield Heights for 
some time before Henry moved 
in. They've often met, but don't 
usually have much to say to each 
other. Henry's relationship with 
Eileen poses more questions 
than it answers. Why is there a 
hole in Room 302, through which 
Henry can spy on her in her 
bedroom? And just what does a 
cheerful girl like Eileen have to 
do with the recent mysterious 
occurefites? 


Opponent when the 


n 


body is reduced v 
to a bloody pulp and you can walk right through the remains, Of 
course you don't have to fight i you don't want to, you can also 
try to avoid the beasts. But it might be a good idea to get a little 
practice in with these relatively easy opponents to prepare for the 
much greater perils ahead. When you leave the current section 
and the game, the hounds won't follow you 


The entrance to the Lynch Street Line (Fig. 7) is on the 
ern side of the turnstiles, next to the Information 
Bice. Stand in front of it, select the Lynch Street Lins 

2 and press Use. (If you didn't pick up or use anything 
ater you found the token, it will automatically be 

E Sed, You just have to press Use twice). Walk through 
me turnstile and head down to B2. If you want to leave 
Eus section you'll have to insert the token at the other 
mnsule, which is marked Exit. Usually this shouldn't be 
E ESSEN, so you can store the Lynch Street Line Coin in 
me box the next time you return to room 302 


Here you'll meet a new kind of 
monster: the Victim. This fiend is 
much more dangerous than the 
Sniffer Dog = and not just because 
it takes more bullets or hits to stop 
one of these creatures. The real 


Mery staggers, and your controller vibrates (unless you have 
Sescovated this function). The mere presence of a Victim is 
or to drain Henry's life energy. In the earher stages of 
De game a Victim's dark aura will only inflict a small amount 
2 damage, but this will increase as the game goes on. As 
mere isn't anything left to find on this floor, you should avoid 

2 Pont and make a run for the stairs that lead down to 83 (Fig 
« There you'll see Cynthia, who is trapped inside the subway 


2 
Tar 


A 
Y 


over to the small room at the end of the opposite platform. 


Bu Subway Station, B2 


To free Cynthia, you must run to the left to get to 
the front end of the train (Fig. 9). Once there, open 
the door and enter the driver's cabin. Press the red 
button to open the door for Cynthia. Then get out 
of the driver's cab. The area is haunted by several 
ctims, making your progress along the platform 
even more tortuous. From now on, Cynthia will accompany you. Your goal 

$ to reach one of the ladders that leads down to B4. Unfortunately the 
nearest door is locked from the other side, so you must head all the way 


-— — 4 — - — 


sd | TT To get to the ladder in the southwest comer of this level, 
ifs you must go back to the rear end of the train. Enter 
se 8 the carriage through the open doors near the vending 
M LL machine, Since your path is often blocked by wreckage, you will 
have to leave through the open doors and walk part of the way 
— between the trains (Fig. 10). [You can't open the toy box lying on 


go one of the seats for the moment.) The way ahead is fraught with 
danger and frustration as the Victims that haunt the abandoned 
carriages pursue you relentlessly. For a bunch of dead people 
they sure take their haunting duties seriously. From the front wagon you can cross over to 
the other train one more time and make your way to the exit. The correct route is highlighted 
on the map on this page with a white arrow. Now run along the platform and enter the small 
room in the south of B3.Close by you can find another bo as indicated on 


the map on page 34. To reach it take the stairway on the platform up to B2 


On entering the small room you'll witness a short cut 


t= 
4 | A ^ 
ji scene that indicates that Cynthia has come to the end 

MB iei 4 of her journey. There's nothing you can do to help her. 
LIRE Use the hole in the wall (Fig, 11) to return to your room, save 

* your game and replenish your energy. Go down the ladder to 

B4. Climb up the ladder on the other side of the passageway tO 

c£- K | a 

Bd reach a small room in B3 where you will find a box 
7 8 of f | Bullets. Make sure that you unlock the 


exit here. To do this, simply examine the door. This 
action might seam unnecessary at this point in time, but later on it will prove 
really useful Now climb down the ladder to BA again 


Subway Station, B4 


— — | After climbing down the ladder go down the passagewaya 


—— the left that leads to the King Street Line platform. There te 


thia who has reached ty 
exit and is now waiting for you at the turnstile. You can gem 


12) you'll hear a message from Cy 


ig point by using the escalator. Before you do thas 
for latem 


You should keep this o 


If you are in dire use the hole on the western end o! the platform tae 
return to your roon n the train on the far side of the p 


On the right and left sid scalator V 
Qut of the woodwork and a to hurl you back down the 
53 moving stairway (Fig. 13). They are blessed with a long reach 
= 2 E — and othe Ygth, so this could quickly tum into the escalator 
— —— nde from hell as you drag yoursel up on to be thrown back down. 


Three hits with the Stee! Pipe are enough to temporanily stun them 

provided you get the timing right. The heat turns up a notch when two 

Wall Men attack together 

because Henry is forced to 
tum his back on the second monster while bashing away 
at the first. This episode is made even more insane by the 
fact that the escalator seems never-ending, but you will 
eventually make it to the top, we promise. You may have 
chewed your fingernails down to stumps, but that's a 
small price to pay. 


4H 


Subway Station, B2 


The long escalator will finally 


take you up to the southern area 
of B2. Run down the passageway 
to the left if you want to get hold 


of another pack of 


Subw&a; 


You are now behind the 
turnstiles of the King Street Lin 
It's à dead-end, but i! you look 
closer and examine the office 


Room 302 


Back in room 302 you'll hear 
the sounds of ambulance men 
carrying 8 body out of the 


subway station. If you look out o 


the window you can watch them 


leave. Look at the pictures in your 


room and other objects regularly, 


thelr descriptions change over time. The most 
things to check are the peapholes in the front 
Ihe ona looking into Eileen's apartment. You'll 


Now head up to B1. Try and keep atleast one free slot 
in your inventory. You'll find more inf 
nventory in the How to Play chapter on page 11 


also find that the 
slipped under the front 


Before you craw! down the hole in the bathroom again 
(did you notice it is now much bigger?) put the placard 
and the coin in the box. You won't need them any time 


soon. Nov 


in your inventory and three or four free slots, Make sure 
that you take the Chocolate Milk with you this time 


Station, 


^ 
E 


ormation about the 


B1 


document has been 6 
door (Fig. 15) 


you should have weapons and ammunition 


4 | Jaspers Memo Pad 


5 | Holy Scripture Scrap Portable Medical Kit 
Nutrition Drink 
items 
O Blood-inscribed Spade Monsters: 
©) Rusted Bloody Key €) Mothbat 
(D 8-iron L CY Sniffer Dog 
O Source Placard Q Victim 
© Use: Chocolate Milk 


© Use: Blood-inscribed Spade 
©) Use: Rusted Bloody Key 
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Water Prison 


Building 


Apartment 


Room 302 
Hes pital 
Subway 


Forest 


s time the opening in the bathroom wall will take you 
to Siſent Hill forest. You emerge in the northeast section 
| | of the map. Your first destination is the graveyard over 
in the southwest corner. Just follow the pathway to get 
there. Close to your starting point you'll discover a well 
and several stones with unreadable inscriptions (Fig. 1) 
Don't worry too much about them for now, you can't solve these puzzles at this 
point in the gama 


When you enter the large industrial looking building 
| "m j y a swarm of giant Mothbats will attack you (Fig. 2] 

1 r^ Y || Take them out one by one with simple direct hits 

: Avoid using the qun unless it's a real emergency so that 

1 you don't waste any of your precious ammunition. Stamp 

| on the Mothbats to finish them off for good. You will find 

l some Pistol Bullets beside the barrels 


— 
Cy 


Y 


When you emerge from this building yod'll find à 


| Emm car parked in the middle of a forest clearing (Fig. 3) 
” ال‎ RA Approach the open driver's door and search the car 

to find a scrap of paper and Jaspi | „ Behind 

| the next gate you'll meet Jasper Gain, the car's owner 
للا‎ | When you stand close to Jasper, he'll tell you something 
about this area - but don't let him distract you from getting 
the Nutrition Drink behind the candlelit fence opposite 
Continue on your way. Walk around the trap in the middle 
of the path in the nextarea, whilst also avoiding the dogs, and you will eventually 
reach the orphanage courtyard 


f pata The entrance to Wish House is well and truly locked 
| f A EAM EIEEE The path to the graveyard in the 

j southwest leads through the gate to the left behind 
the house. If you re interested in getting the 
| | Medical Kit from the Toluca Lake area, it would be a good 
| لا‎ || ideato head there now, before you set out for the graveyard 
f | This is mainly because at this point, the pathway to the 


Î northwest of Wish House is only guarded by three Mothbats, 
but if you wait to go there until after you've visited the 
graveyard, there will be three Sniffer Dogs to contend with (Fig. 4) 
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meet a ittie bo 


te 
Ki 


back to the orphanage 
you are 
and examine 
much of any importance here. You 
the following inscriptions 
House" 
power of the Lord" 


Descent of the Holy Mother 


nbers "11121" are written 


and * Trond share 8 and you will tre 
The 9 


ve with the op 


ndeed 


50161015 


The Key to 


After the enc 
graveyard, Jasper Gein will 


ounter inthe 


| : 1 wait for you by the Wish House 
] front door. He's got something 
— that will help you but first he 
needs to quench his thirst 
Hand him the e Milk, which you found in th 
eirigerator in r 1302 (just use it when standing 
close to him). If you don't have th ik with you, take a 
> back to room 302 via the hole in the fence and take 


tirom the box. Jasper will throw a 


fter this strange meeting you Car 
Df course 
ree to have a look around the 
the gravestones, but you won't find 
can only read 
"Best Wishes for Wish 
"Tread there and thy home shall be made like unto Hell by the 
mble in fear for the 
en coffin on which the 


e graveyard 


the Orphanage 


to the ground as a sign of his gratitude. | 
his obvious lack of manners 


01016 
and pick it up. There is 
somathing written in blood on the garden tool, a clue 
where best to use it 


herê the lake and house meet": That means 
fact confirmed by 
at 


"Opposite w 
heast from the orphanage, a 
s Memo Pad, "Inside the hand 
onto the ground". These céyptic words will make sense 
when you reach the right spot 


the 


holding 


sout 
te 


xt in Jasper 


Jasper Gein is obsessed 
by the Occult. He seems s 
confused and troubled, ١ 
always rambling about a l 
mysterious cult, that once 
struck terror in the hearts 
of the townsfolk of Silent 
Hill. Is he just a confused 
cult-groupie, or was he 
once part of it? And who is 
this "nosy guy" he met here 
some time ago? 
ô Pa 148 
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١ If you have already examined this 
7 5 eed immediate area, you may have 
[ s noticed a trae root in the southeast, 
which looks like an arm (Fig. 8). Go there 
and dig with the Blood-Ins ed Spade to 
NER discover the /. You'll find 
another inscription on the key: “The holder 
of this key will wander for eternity”. You'll 
find out what this means on your way back 
to the orphanage. The first thing you'll notice is the strange fog in 


maximum frustration. Treat it with the contem 


hu 
vy 


B 
gnoring the northwest gate and instead heading through the gate 
k] 


- ough the hole in the southeast and 
» room. Before you go, add to your golfing equipment 
that is lying close to the hole 


Room 302 


The doorbell will be ringing in your room. If 
you look through the front door peephole 
you can see Eileen and Richard Braintree 
from apartment 207. Both seem seriously 
concerned about your fate. Unfortunately 
you can't make yourself heard, however 
hard you try. Follow the advice from Jasper's 
Memo Pad: Leave the Rusted Bloody Key in the box in the living room 
and return to the Forest World 


Return to 
: the Orphanage 


= After temporarily ditching the Rusted 
LO Bloody Key you can return to the Wish 
E House. Use the hole in the fence (Fig. 7) to 
reclaim the key from room 302 once you've 
passed through the trick gate. Now you 
can open the entrance to the Wish House 
with the Husted Bloody Key, (Just examine the door — if you have 


the right key, it will always be used automatically.) 


x € Wish House 


3 The most important thing to look for when 
ou first enter this building is the 
lying on the floor to the 
left (Fig. 8). While you examine this piece 
0f paper, Jasper Gein, who followed you 
into the building, will open a door close 
by. Follow him into the back room. While opening the door you will 
notice the „ which you should also take with you. If 
you have anything else left to do in Forest World, you should do it 
now. As soon as you enter the room, you'll see another terrifying 
sight: a human body with the number 17121 carved into the skin 
After that you'll wake up in your bedroom, where you'll hear 8 


news report about the death you just witnessed 


Room 302 


Once again someone is ringing your doorbell 
This time it's superintendent Sunderland, who 
is unable to open the front door. Put the placard 


in the box and go wherever the hole in the 


bathroom leads you. Incidentally, wasn't there 


something in the news about the incident in the forest concernmg à Walter 


van? Could it be mere coincidence that there's something written by a 


Waiter on the door 


Water Prison 


Building 


Res the superintendent 
sf South Ashfield Heights 
Ia fact, it seems as if 

bes always been the 
superintendent. Is he a 
harmless busybody who 
means well, or is he also 
hiding some dark secret? 
Does he know more about 
the mysterious occurrences 
a the apartment building 
then he is willing to tell? 


سن 
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E Prison 2F 


Documents: / ay Water Prison 
[6] Exploration Memo 
[7] Guard s Diary X Building 
[9] Prison Diary 


[10| IF Surveillance Room Report 
11| 2F Surveillance Room Report 
[12] Secret Number Memo 


Items: 

(D Stun Gun 

© Use: Water Prison Exit Key 
Equipment: 


© Pistol Bullets 


= Prison 1F 


لک 


A 


Room 302 
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[8] Waterwheel Room Plate Message 


(13) Red Diary — April 4 
[14] Red Diary ~ July 23 


items: 
(D Water Prison Exit Key 
(D Watchfulness Placard 


O Doublehead 
€) Mothbat 
O Tentacles 


, 


d 


| 
| 
f 
| 


| 


T 


Henry wakes up on the cold stone 
floor of a strange passageway 
Screams for help (“Get me out of 
here") echo down the corridor 
Just follow your instincts and get 
going as fast as you can. When 
Nu open the second door on the right-hand side, you'll 
ed some Pistol Bullets in the cell. They'll come in handy 
Seon. On the floor in front of the third door you'll find the 
ixniorabon M Only a few steps further on and you'll 
cover the source ofthe disembodied voice. You'll see 
ium poking his head out of one of the cells, babbling that a 
gerzam Walter is going to kill him 


Water — again? There is no doubt that this name popping 

zo everywhere you go has to be more than a coincidence 
Gsen the large door on the other side of the outer wall and 
go through (Fig. 1) 


You'll find yourself in a 

square room with another 

of those mysterious holes 
set into the back wall, On the 
right-hand side next to it you'll 


find the hanging 
on the wall 
The situation is as follows 


According to the documents you've found so far there 

© 3 death chamber on floor B1. Entrance to this is only 
possible with the right code numbers, and in order to 
Seer the numbers you'll need a light source - which is 
only available on the third floor. There are surveillance 
moms in the middle of the tower that can be reached via 
Voss disposal chutes inside the cells on the third floor 
Wees this your next destination 


You find yourself at the top of 

the passageway. There is a red 

ladder to the right. Climb dow 

the ladder to take a shortcut 

and avoid the clutches of the 

numerous Wall Men that are 
upper level 


pag in wait on the 


Oe 81, at the lower end of the ladder, you'll find a large 
or that is locked from the other side. On the right side of 
Be door you'll find another ladder leading to B2. This time 
Es Better to ignore the ladder and follow the passageway 
sound to the left and downwards. You can relax for a few 
moments as there will be no monsters attacking you on 
zs floor. All the ominous noises you hear originate from 
Se floor above, You'll find a Saint Medallion on the floor 
er one of the lamps (Fig. 3) halfway down towards 2 
ius pendant guard against the harmful side effects of the 
ver, the Water Prison is mercifully 


4 


cnm monsters. Howe 


Water Prison, 


LF 


When you turn around, or return from saving in apartment 
302. you will see three doors (Fig. 2). The large door in the 
middle leads back to the cells. The door on the right leads 
upwards, but you can't go through it for now. Your best bet is 
to go through the door to the left, which leads downwards 


ug Down to the Cellar 


free of these particular fiends, so 
medallion in the box in your room 


you can safely store the 
١ next ime you return 
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At the lower end of the passageway you'll reach an area 
with a huge waterwheel. On the signpost next to the 
lantern you'll discover the Water Prisan Exit Key (Fig. 4). 
You can also read the Waterwheel Room Plate Message. 
This tells you what has to be done in this hideous building. 
To activate the light on the third floor, you must first open 
the sluice gate on the roof. The sentence "the water must flow in the direction of 
the waterwheel” indicates that all of the water pipes must be aligned in order to 
connect the roof and the waterwheel. Go back to the door on 1F (at point Il), and 
use the key to open it. Go via the ladders, it's faster. 


SS - ; 


Op to the Roof 


After opening the door in the anteroom with the Water Prison 
Exit Key you'll find yourself outside (Fig. 5). If you enjoy 

foggy vistas and getting pestered by giant Mothbats, carry 
on straight ahead and take the ramp. If you prefer a shorter 
and safer route, climb the ladders. Either way, your ultimate 
destination is behind the large door at the top of the tower. 


VI Water Prison, RF 


Directly in front of you there will be another door with 
one of those mystic symbols. Itis locked from the other 
side and you can't open it. Go to the other side ofthe 
dome, then turn the handle (Fig. 6) to open the sluicesand 
set the waterwheel in the cellar in motion. Once you've 
completed this task, go back outsidé again, climb down 
one floor and enter the cell section at 3F. 


— 
ıu Water Prison, 3F 


Expect to find lots of Tremers crawling on the walls, 
floor and ceiling. These slimy creatures aren't 
particularly aggressive, but if you're unlucky enough 
to have one of them drop on your head, your health will 
decrease somewhat. You can crush Tremers on the 
floor quite easily by pressing Confirm (Fig 7). If you run 
straight into one you'll definitely kill it, but will also lose a small amount of life 
energy atthe same time. 


If you wantto add another document ta your Scrapbook, walk to the right. You'll 

find the Prisan Diary behind the second door. That's not the only thing in this cell: 
. there are strange Tentacles growing out of the floor. After a hit or a touch they'll 
| disappear. Physical contact with the Tentacles will cost you some life energy, so 
take care of them from a safe distance with a battering weapon (Fig. 8). 
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E 7 | $ Tentacles 


— Tremer 


Your next destination is the second cell 

on tha laft, as seen from the entrance. Go 

slowly in order to avoid being ambushed 
by the Doublehead that is lurking just argund the 
corner (Fig.9), A second Doublehead awaits on 
the other side. If you get too close, they take a 
sudden run at you, and lash out with thair strong 
arms, Their movements are dangerously bopree 
dictable, so keep your distance 


£xsmine the hole in the floor of the cell and jump down: Do the samething™ 
= 2F and then IF You should eventually end up in the BishowerToart 


Now hurry and get out of there fast 8 at’ Building 
wet 
j i Apartmant 
f A7 
"y Mur Room 302 
Hospital 
Subway 


Forest 
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: fterj jumping down into the shower from this side, so you'll have to examine the door twice to 

“room you'll find yourself in the open it. Now head left, down the assageway and up the 
unpleasant company oftwo more ladder, straight to the Surveillance Rooms i in the middle of 
- Doubleheads. Run fast di agonallyto the tower. 
the leftto reach the exit. eke ; ! 


On the desks on the first and 1 icc Studen, Jump into t hole, 
` second floor you'll find the IF and 1 rveillance Rao ms. i 

2F Surveillance Room Raports. 4 
These documents explain how the 
tower works. In 3F you will find the 

- Secret Humber Memo hanging on 

the wall, which will tell you the entry: code for the door in 
the kitchen: 0302. In 2F and 3F you will find two ER 
which enable you to turn ee tower using the handles. - 


A in 3F twice to the right. After the first turn 
cut scene: the wailing man in i is finally released 
prison cell. Don't letthis * you. Just ſeave 


- him to his fate and continue with the task at hand. You won't 
change the course of events; the man is already doomed. 


EE Should you get Canidae by all * twisting and turning, 
Your next task is to align the ‘holes! in the floors of the. Just make Sure that the three bloody beds are aligned | 
prisoners’ cells from the third floor all the way down io the accordingly. Fig, 11 „and Fig, 12 she you on the maps which 
kitchen in the northeast of B1, The four separate ft ey the holes in the respective floors of 3F and 2F should 
pipes will form one big pipe that connects the roof wit h the — faceinthe end. When you are finally ready, climb down to 
cellar. The waterwheel will then start to turn and the he light - BI, where you'll meet Andrew DeSalvo and the mysterious 
in 3F will shine all the way down to the kite en. (On the map little boy, After this encounter you' discover more 

these water pipes are shown as small circ s in the cell mace Now take tha familiar roi te up to 3F. 

sections.) Some of the pipes will be broken, butthat doesn’ t = — 

matter as long as at least one connection fout 3 — 


e.‏ 7م 


In the 1F Surveillance Room Report you will heve read the 
helpful tip that there is a bloody bed on each floor which 


must be aligned with a similar bed in each ofthe three N$ | 
cellblocks. (This tip will only appear on difficulty levels- i 
wEasy and Normal.) You can see the bed on TF when you look : \ | 
through the peephole on the left of the desk [Fig. 10). If you — $ l 
wont to gets j 
good ‘overview j 
and complete j 
the ingame map, 3 
you ale Sele 


thro! ugh each 


ware one | LIEN- 


- peepholes c Oni 
tze three floors m uL 11 
land you can 2 
change the view 
accordingly), Or, — 


-> 

you could simply read on to find out whatto do next... / * 
Turn the handle in 2F four times to the right [or left / Gly, \ 
~ whichever you prefer), If you are interested in getting your j 1 
hands on a close combat weapon, keep on reading; if you are ; 
in a hurry, skip the next paragraph and continue turning the 1 E> J 
handle in 3F 2 ١ ED / 

EM \ / 
The Stun Gun can be found in a locked cell in 2F. After ^ 

2192 ا 


— —Ó— 
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turning the handle, the room will now be located in the 
northwest. You can reach it by jumping through the hole in 
the cell directly above in 3F. To get there, climb down to B1, 
go out to the passageway, turn left; climb the ladder and 
take the now familiar route up to 3F Run to the left, enter 


The prisoner from the cell on the 
first floor used to work in the 
orphanage some time ago. He'll 
١ tell you the name of the little boy 
that you met in the Water Prison. 
He also babbles on about a cult 
and a ritual called “Descent 
of the Holy Mother". Haven't 
you read something about 
that in various documents and 
inscriptions 


LE 


Run to the left and enter the fifth 
door [or to the right and enter 
the fourth door), If you turned 
the handles the right way in the 
Surveillance Room, you should 
find a bloody bed in this cell 

end also a big hole in the floor (Fig. 13). Jump down the 


The door to the death chamber is 

on the right side behind you 

(Fig. 14). Theoretically you could 

have turned the tower if a 

- different direction, e.g. you could 
have aligned the holes so that 

you jumped down from the third floor to the dining hall 

This way, you still would have landed in the kitchen, but 

without the light you wouldn't have been able to enter 

Ihe code. 


l Room 502 


Water Prison, 5F 


Kitchen, Bl 


hole. The cell in 2F should 
look exactly the same, as 
should the one in 1F. Keep 
jumping down until you 
finally reach the kitchen 
in B1 


Take the Watchfulness Placard from the door. Examine 
the door again and you'll see a number pad, Move the 
cursor and enter the numbers 0, 3, 0, 2. Confirm each 
number in the usual way. 
When the door opens, you 
will say goodbye to Mister 
DeSalvo and awaken in 
room 302, having witnessed 
another horrific murder. 


14 


The Red Diary - April 4 has been 
pushed under your front door. 
You may already have found it 
there if you previously returned 
from the Water Prison World to 
Room 302. Following Andrew 
DeSalvo's untimely death the Red Diary — July 23 scrap 
T will also be lying there. Put the Watchfulness Placard 
m the chest. Do you get the nagging feeling that you've 


forgotten something? Right, the water in the shower 
is still running. You can definitely hear it. But who 
could have turned it on? A quick trip to the bathroom 
proves that it certainly wasn't the cleaning lady. The 
tub is full of blood. There's going to be hell to pay with 
the landlord! Escape this sticky problem by crawling 
through the hole in the wall. Qut of the frying pan, into 
the fire? 
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ILDING WORLD 


Building 81 


m 7 


Items: 
(D Ghosts Key 
(2 Aluminium Bat 
(D 5-iron 
(D Albert's Sports Key 
(D Spade 
O Pitching Wedge 
(D Use: Ghost's Key 
© Use: Alberts Sports Key 


Building B2 


Building B4 


= 
4x 3 
* ln 
M^ يد‎ 
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Equipment: 
Q Pistol Bullets 


Nutrition Drink 0 
Sword of Obedience 


Monsters: 
O Iremer HÀ 
O Rubber Face 
R Mothbat 
Sniffer Dog 
Q Tentacles 
O ictim 


uilding B6 


Room 302 


Subway 


Apartment 
Room 302 
Hospital 


Subway 


Documents: 
[15] Superintendent's Memo 
(16) Bartender s Memo 


items: 
D Rusty Axe 
O Chaos Placard 


Monsters 
O Iremer 


; O Victim 
22 ١ 
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Building B 
18 


Room 302 


A——— 


— 
| tl An unexpected meeting! Henry's neighbour, 


f 
] 
i 


mm 


see something quite similar when looking out of the windows of your 
room. Two of the apes are standing in front of the door that you want to 
go through (Fig. 2). You should be able to get past them without a fight 


These mutated apes are strong and solid, but they waste a lot of 


Building, 31 


You'll start your sojourn in Building World at 
the very end of a rather long cul-de-sac in 
B1. Your ultimate destination is behind the 
locked back door of the bar in B15. The first 


opportunity to return to your room presents 
itself at the starting point behind Henry. At 
fst it would appear that this location holds few horrors - unless you 
suffer from a phobia of parked cars! However, you'll meet the first 
member of the local terror tribe one floor down: a Rubber Face (Fig 


$ 


time and energy 
cavorting 
around and 
gibbering: Blunt 
their enhusiasm 
with some fully 
charged-up hits. 


x Rubber: Face 


7m. 


Building, 5 


Richard Braintree drops by. Your conversation 
is rudely interrupted by several rampaging 
Rubber Faces. This leaves you with little time 
to admire the neon sign of the South Ashfield 
Hotel. That doesn't matter, because you can 


Richard Braintree is one of your 
neighbours from South Ashfield Heights. 
He lives in 207, which means that you 

can look directly into his apartment from 
your window. He tells you about the 
journalist who used to live in apartment 
302. Apparently ths poor guy went crazy. 
Under normal circumstances you would 
be rather happy to meet an acquaintance 
in such a bizarre world, especially one so 
well armed. But as you will learn later on, 
dear Richard has a dark side... 


"er senor sounds 


partyt - چ‎ any of the others 
that you" ve been 
indicate that a slice o wielding up to this 
is still stuck in the throat of . point in the game 
- unfortunate guest. Looking clos 7 Only when you've 
you'll discern a Victim nailed to the shot or beaten 
ground with a sort of wooden sword ot s Victim with 
cross: Examine the body and take the ^ anotherweapon  - 
Ghost's Key out of its hand. Examine . and leftitstunned 


the monster for a second time, to getthe Sword of Obedience, on the ground can 


That will havethe unfortunate disadvantage of releasing the you then use this 
ghost, so rush to the door on the right and open it with the item to temporarily : 03 
Ghost Kayto escape. « tether your opponent (Fig, 3). Don’ tforgetto take the sword 


with you if you intend to use it again. Be warned, as soon as you 
Your next destination should be the Sports Shop in B5. By the withdraw it, the Victim will be free to menace you once more, 
way, the Sword of Obedience is a different type of weapon to 


Albert s Sports, 5 


— ͤ— -k —ͤ— 


You'll get your hands on a new as brittle and fragile as the 5-Iron, which you can also pick up 
weapon in the Sporting Goods Shop: here. Unfortunately it takes longer to charge up a strong hit. 
the Aluminium Bat (Fig. 4), It's packed The door on the left is locked, so exit via the other one. Take 
with a lot more pummel power than the stairs outside and go down two floors to the Pet Shop. 


the Steel Pipe for example, and it's not 


In the Pet Shop, hunary dogs and Behind it you'll find a fascinating upside down room. Have a 
buzzing Mothbats are ready to pounce * look if you're feeling curious, but there's nothing else you can 
on their prey, which just happens to be doin there atthe moment so don't waste too much time. 

you. Run past them all, arab Albert's j 


Sports Key from the shelves in the Unlock the door in the Sporting Goods Shop (at point FR) 
middle row (Fig. 5), and then hurry with Albert's Sports Kay. Head down to BB on the western 
back to B5. Ignore the back door of the Pet Shop for now. stairway. 


0 


Room 302 


You can return to Room 302 through Be sure to look through the peephole in Room 302 to sae if 
the hole in the Sports Shop wall if you — there's someone standing in front of your door. At some point 
want to replenish your life energy or in the game you'll see Eileen and Mister Sunderland. The 


— 


Save your game. It's not essential, Superintendent is telling her that your case isn't the first of 
but recommended, as there's a high its kind and he'll also push the Superintendent's Memo under 
concentration of enemies lurking in the door. This note is unreadable atthis point in the game, 


the lower reaches of Building World. You should also take a but you'll find out how to decipher it later on. 
Nutrition Drink, or any other health item, from the box, just to 
be on the safe side. 


60 


Go down three floors, then‏ ري 
١ r1 j| go round to the left, under‏ 
the sign, until you reach 8‏ 
wall (Fig. 6). Examine the‏ 


sft to 


sliding door on the i 


enter an elevator, which wil 


cally start moving. On your way down you'l 


w جنا‎ 


hard, who is interrogating and threatening 
e 


Your elevator wi 


int! Building, B12 


| After the elevator has 
‘ reached its destination, Henry 
= will be facing a ladder, Don't 


go.down there just yet. Open 
the elevator door behind him 
You'll enter a small backyard 
where you'll lind some Pist ets. On the other 
pde of the fence several monsters will be waiting for 
pou. You'll have to get past them eventually anyway, 
fo it's a good idea to deal with them now from your 
elatively safe position (Fig, 7). |f you use a gun, he 
warned that you'll need a lot ef ammunition ta finish 
the creatures off without stamping on them, It makes 
more sense to use a battering weapon through the 
fence and save the bullets for when you really need 
tem. When you're finished, head back the way you 
came. You can't call the elevator on the left from this 
20r, so use the one on the right 


2 
a Elevator, 
| 1 m i fand pikast 


elevator. You are currently 


i on the lowest floor, B12. The 
-— middle button will take you up 
to B10, but you can't open any 
Soors there. The top button will take you hack to BB 
where you can exit the elevator through the other 
Soor. You'll find a (Fig. 8) and a 


at the end of a long passageway. The garden 
teal is powerful, but awkward to wield. Don't waste 
to much time admiring it, as two Victims are about 


22 ambush you . Head quickly back to the elevator 
Sod take it down to floor B12 


Building, 312 


Climb down the ladder next to the 
elevator [Fig. 9). (You'll still be on 
= floor B12 afterwards.) Pick up the 
l Nutrition L in the cellar and clear 

the Tentacles out of your way. The 
ladder at the end of the cellar will 
take you up to a small alley, which i$ actually the other side 
of the fence you were stuck behind earlier. If you previously 
took Gare of the creatures, you will have a much easier time 
getting through this section 


— There's another Rubber Face 
= party going on in front of the 


| Fes] door. One of the creatures 

— swings a Steel Pipe, another one 
Ir threatens you with a Pit edg 
EB (Fig. 10); You may already have 


acquired a Steal Pipe, but if you want 

to.collecta complete set of golf clubs 

you'll have no choice but to fight 
Alternatively you can simply muscle your way past the angry 
primates and their elitist sports equipment. Afterwards, 
you're only a few floors away from the bar, 


Bar S.A., BIÐ 


- Wi You'll find another weapon in the numbers into the number pad: 3,7, 5, 0: Open, sesame! 
1 y bar, the Rusty Axa. The Bartender 


lying on the bar next to it From the backyard you'll havea long walk to reach the 
reveals the numbers for the code: top of the stairs that lead to B4. Several victims will 
locked door in this room. It's the last pursue you to the top. Take the Chaos Plac from the 
four digits of the bar's telephona coor and enter. After the cut scene you'll find yourself 
number — which you can see clearly when looking out back in Room 302. 


of the window of your own room. Enter the following 


Room 302 


When you look out of your window in your front door or spying on your charming neighbour 
after your last trip back from won't give you any new information. Put the Chaos Placard 
Building World, you'll see a man in the box and stock up on weapons. Select your favourite 
in Richard Braintree's apartment battering weapon (Aluminium Bat, Axe or Spade), a Saint 
pointing across to Eileen's Medallion and a Sword of Obedience. You can leave the 
apartment. In your living room you rest in the box. As soon as you are equipped and ready for 

can hear a radio broadcasting news about the latest victim action, head for the bathroom, where you'll find that the 

in the Walter Sullivan case. Looking through the peephole hole just got a little bigger... 
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PARTMENT WORL D E 1 


Documents: atire: 


21) Superintendent s Diary (Umbilical Cord) Q Trener 


items: CY Sniffer Dog 
1 O Victim 
© Red Paper 
D Torn Red Paper : ZRN | E 
E) Torn Red Paper | E EVI 
© Use: Locker Key #106 2 — 
F) Use: Superintendent s ley — 
FT) Use: Apartment Keys 


Equipment: 
© Pistol Bullets 
# Portable Medical Kit 


Water Prison 


Building 


Apartment 


| 
| 
| 
| 
| 


Apartment 


Documents: 
[17] Mikes Diary 
[18] Joseph s Article 
7 19] Red Diary - May 2 
[20] Red Diary = May 14 
[22] Red Diary - May 20 7 
(23, Red Diary Scrap 
[23] Mikes Larter 
S = Bed dary Serap leon) 
Bi 
© fed Paper 
D Superintendent siey 
725 Locker Ney #106 
D Shabby Doll. 
D Richard s Revolver 
O Putter 


Apartment (2F) 


Water Prison 


Apartment 302 
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g” Apartment, 3F 


Should you be in a hurry for some re- 


ason, it’s possible to solve the main 
— tasks of Apartment World in about 
(n five minutes. You can read all about 

the basics for this “runthrough” [as 

opposed to the slower walkthraugh] 
under said topic on page 69. But South Ashfield Heights 
has much more to offer, including plenty of information 


and hints. Get ready for the grand tour around the building. 


Start your sightseeing in the northeast area of the top 
floor. On the right side you'll see apartment 301. A guy 
called Mike used to live here, he was a great collector 

of, how to putit, , gentlemen’ s magazines. You'll also find 

V ) ry, 8 led Paper in the living room and Josep! 
Article 27 معدم‎ 247 in the smaller room. Examine two 
red pictures on the wall (Fig. 1). Examine both pictures 
twice to gers the 8 ten from the left one 
and the Loc from the right one. After that, the 
main room will be haunted by a Victim, so it's a good time 
for you to make a swift exit. The hole in the wall enables 
you to return next door — if Room 302 really is next door 


Since you'll frequently be passing through this room, it's 
advisable to nail the Victim with a Sword of Obedience 
(Fig. 2). Retrieve it when you have completed this part of 
the game, 


02 


2 Red Paper Recycling 


1 
j When you get closer to the front 
| door of 302, you'll see the young 
EX Walter standing in front of it. But the 
shy kid vanishes into thin air before 
you can reach him. You can't open 
the door, but you can see that some 
red documents have been shoved underneath. Use the 
Red Paper from 301 and push it under the door as well (Fig 
3). You can find two pieces of Red Paper and three pieces 
of Torn Red Paper in this building. None of them make any 
sense. Only when you return through the hole to Room 302 
and retrieve the documents from under the door will they 
become legible enough to form part of the Red Diary. The 
same applies for the document already under the door 


When you first return to room 302 
from Apartment World you'll hear 
some clattering noises from the 
storage room. The tumble-drier has 
leaked blood... don't you just hate it 
when that happens. Under your front 
door you'll find the Red Diary — May 2. This text will tell you 


what the numbers on the victims' bodies mean. What other 
documents you may find here will depend entirely on what 
you've pushed under the door For ramps: the Red Paper 
from 301 is transformed into the Red Diary - May 14. When 
you look through the peephole you'll see a man in front of 
your door. Who could that be? 


III Stai 
pou - aircase 


[ 

H 

| You can't open any apartment 

f otherthan30! on this floor 

| All the other apartments are 

| locked. But luckily you've got 

| the key to the Superintendent's 


Room, Where all the other keys 

{ sre kept. On your way downstairs you'll meet a suspi- 

P cious looking man on the staircase (Fig, 4). Haven't you 
seen him somewhere before? Examine this guy and he'll 

b Start talking. When he finished he'll put a Shabby Dol 

. on the stairs nextto him which you should pick up 


z the entrance hall on the ground floor you,can get rid 
© of yêt another useless item. Unlock the letterbox with 
the kër Ke 16, and some love letters from Mike to 
Rachael will come tumbling out. None of the letters are 

of any importance. [The key will not be used automati- 
cally, You have to select it from the inventory and use it 
manually.) 


Take the 1 find the Red Paper and T Red Paper, which you 
that you found in apartment can recycle into Red Diary - May 20 and a Red Diary 
301 and open the door to the Scrap. You can't take the small red box that smells so 
Superintendent's Room in 105. abysmal with you, or the note about nurse Rachael 

| Superintendent Sunderland 


ang «js apparently not at home, While searching the superintendent's apartment 
but you'll find keys to every apartment in the building you'll also discover the Superintendent's Diary 
| hanging on the wall (Fig. 5) in his living room. Well, Umbilical Cord), which was obviously written by 
almost all of them, because the key to 303 is missing superintendent Sunderland 
from the Apartment Keys. Directly next to it you'! 


| Rachael's Telephone 


, 
| On your way through the Nurse Rachael, Mika's letters, the phone, the red docu 
| apartment building you'll need ments ... everything seems to indicate that you've hit on 
I the Apartment Keys to open the something important, The main purpose of your discoveries 
| doors of the other apartments appears to be to send you on a treasure hunt all over the 
1 Nurse Rachael apparently lives building. If you dialled tha phone number and hoped to be 
(or lived?) in 106. A Portable able to turn the annoying ring off at Mike's in 301, you're 
Medical Kit seems to indicate that the hard-working nurse barking up the wrong tree. Rachael's sweetheart lives in 
took home sóme work sometimes... Next to the telephone 202. so it's there that you must go to finally put a stop to 
you'll see that she wrote down the phone number of her the ringing. (You'll find more information about the master 
sweetheart. As soon as you dial the number you'll hear plan that's behind all this under the topic "An Honourable 
a phone nnging throughout the building. It can get pretty House", or you can simply continue following our instruc 


annoying, so don't dial the number if you're easily irritated! tions to learn more.) 


vee Apartment 102 


A colony of Tremers is thriving in front of the fridge. Not without 
reason. Just look inside the refrigerator. You'll probably have 

to crush the Tremers so you can open the door. There's a dead 
cat inside, wrapped in a pair of trousers (Fig. 6). Be brave and 


VIL Apartment 207 


The apartment of the deceased Richard Braintree is also worth 
a visit (Fig. 7). You'll sae the man from the staircase standing at 
the window — but like young Waltar in front of 302 he is just an 
illusion. Looking out of the window yourself, you can see Eileen 
Galvin in 303 


Richard's Revolver is resting in the easy chair. This handgun is noticeably more power 
ful than the normal pistol. But its rate of fire is very low, and the magazine only holds six 
bullets. You can't use the norma! pistol ammunition, and the special revolver bullets are 
rare Passionate t jolfers should be sur er in the backroom 


You can grab several useful things in the apartment of this heavy 
carouser{Fig. 8). Among countless empty bottles you'll also find 
some Bug Spray. This weapon is especially useful against those 
pesky Mothbats, but it can also kill Tremers and Tentacles. An 
inspection of the bloody clothes in the next room will reveal the 
third Torn Red Paper. (If you push this Torn Red Paper under the 
dpor of 302 you can read Mike's Love Letter in.your apartment.) 


An Honourable House 


Searching through all the rooms in th 
g 


sa 
Pistol Bullets (See maps on pages 53-55) among other things. You ll also get 
t 


more about the inhabitants. The portraits in the painter's apartment in 202 are quite 
intriquing. This is also the room where the phone is ringing, should you have dialled the 
number in ect 106 (Fig. 9). When you pick it up, there's no one there But then 


why would there be? You dialled the number yourself some time ago. But at least you 
can finally silence the infernal ringing 


In apartment 205 the “Skinned Mike" tape is waiting for a new listener, You can play 
the tape on the stereo in your room,. When you've collectad every piece of evidence 
you'll see that there really was a mysterious connection running through the apartment 
building. And it works like this: Imthe Superintendent's room you'll find out that you 
need to look for a piece of paper with the details of where the missing key was found 
Mike tore this piece of paper male Mike wrote in his diary that "He took it along with 
ny clothes". The torn jeans in the hallway of apartment 207 indicate that "He" must he 
Richard Braintree (Fig 10). The pa 
to the dead cat in apartment 102 and t 


n the bookshelf of the gun enthusiast from 101 prove this, and the portraits in 202 (Fig 


r of tr * A "m Ih f * mm te 
ousers is Tull 0 imal ha 8 hint that point 


e note in the fridge. The recordings that you find 


11} help you to put together the final pieces of the jigsaw. You'll get to 202 inevitably 
when you are searching for the ringing phone that you activated at Rachael's — her 
y 2 ging 


name is often mentioned alongside Mike's. Finally there is the “Skinned Mike” tape 
Among others you can hear the babbling voice of the heavy drinker, who wants to keep 
something for himself — the blood stained shirt, which also hides another prece of paper 


examine the gooey mess a second time to fish the Torn Red Paper 
out- this is the vital document that tells you where to find the key 


06 


08 


11 


= Apartment, JF 


As already mentioned, you can 
push all the red notes under your 
own door, if you want to finally 
decipher their contents. Just 
make sure that you place the To! 


Room 302 


Pick up the Rad Di 
| at the front door. This 

diary entry tell you to search 
for the missing key next to 
the bed in 302. Isn't it quite à 

st happened to be in the vicinity? So why don't you 
go and have a look in the bedroom (Fig. 12)? Between 
tha window and bed you'll find the t with the 
umber 303 engraved into it. Rest assured, it wasn't 
there before 


After finding the missing key in 
the "normal" world at long last, 
you'll visit Apartment World 

for the last time. Don't forget 
to take that precious Sword 


E 


Runthrough 


If you're in a hurry, you can solve the most important 
tasks in Apartment World in about five minutes 
Here's how 


Enter room 301. You'll find the Superintendent's 
Key on the reverse side of a red poster. Use it to 
nlock apartment 105 on the first floor, where you 


find the Apartment Keys in the living room. Open 


Apartment, 3F 


Red Paper from the fridge in apartment 102 in front of your 
own door (at point M Leave Apartment World alter this 
through the hole in tha wall of 301 


Water Prison 


of Obedience in apartmant 301 with you. Go to Eileen 
Galvin's door. You'll hear a loud scream from inside. Use 
the Doll Key to unlock apartment 303. You've reached your 
destination 


Apartment 


apartment 102 with the keys and find the Torn Red 
Paper in the refrigerator. Push it under the door of 
room 302. Crawl through the hole in 301. Back home 
n 302 again, pick up the Red Diary Scrap (cont. at 
the front door. After that you'll find the Doll Key next 


it 303 in the Apartment 


to your bed. Unlock apartr 
World with the Doll Key, and you're halfway towards 


finishing the game 


10 


7١ 11 13 


Room 302 


For some reason when you return to 
room 302 you find that the hole in the 
bathroom is closed. Now you really 
are trapped, Leave everything that 
you don't need anymore in the box 

: in the living room, for example the 
Apartment Keys, Cassette and Shabby Doll 


If you look out of your window you'll see an ambulance 
driving off. There's nothing to see in Eileen's room, but 

you can hear two policemen talking about the case. They 
mention that the ambulance took her to St. Jerome Hospital 
Next to the peephole and above the cupboard you'll see 8 
rather unpleasant stain on the wall. (Fig 1 


room you |! see some 


jf the back wall that 


+4) yu ١150 find a 
under your door. It has a picture of a demon on it 
reminiscent of the stain on the storage room wall. The 
which is also under yo or, me 
something about the back o! the storage room, c 


Stand directly in front of the demonic stain in the 

storage room and use the j in. An 

nscription will appear, as well as four depressions, 
inscribed with the words Temptation, Chaos, Source and 
Watchfulness. Take the placards out of the box. Read the 
inscriptions, then insert the placards. The order is not 
important. The Watchfulness Placard goes on top, the 
Our Placard goes to the right, the Temptation Placard 


- 2# - 


Documents: = 


Ne- — 


— 
iteng: 
1) Succubus Talisman 
O) Use: Succubus Talisman 


goes to the left, leaving the last space to the C Pla 

(Fig. 2). The end resült of all this placard shuffling is the 
appearance of a brand new hole for you to crawl! through 

If you have some Bug Spray stored in the box, take it with 
you as it will make life a lot easier in the next world. You can 
leave your Swords of Obedience in the box for now 


ae 
Room 302 
Subway 
Forest 
| Water Prison 
Doctor ( Lounge Building 
7 
Shi Apartment 
, 
i / S 
Hospital 1F N — e 
__ Secuments: Equipment: , 4 Subway 
= Nurses Memo Ampoule 
EE fed Diary - July 20 © Holy Candle Forest 
Î Bed Diary - June | Nutrition Drink 
DS tet Diary un © Pistol Buets Water Prison 
Î Bed Diary - June 14 © Revolver Bullets 
Building 
tems: 
— Eleens Bag Monsters: Apartment 
©} Paper-Cutting Knife €) Mathbat E ^" 
© flespital Room Key €) Nurse l 
© 4-iron O Wheelchair — | 
C Small Key U Tentacles 2 | 
© tse: Hospital Room Key 1 
5 be: Small Key The location of the items will be 


determined randomly with every 
new game 


12 


Hospital, IF 


si 


" 

| r1 Henry wakes up in a hospitalafter 
j tz a brief cut scene. He will then run 
"a out of the room and be attacked by 


a swarm of Mothbats. Use the Bug 
Spray before stamping on them to 
finish them off, 


"muris 


Turn on your heels and head back to the Emergency Room. 
You'll find neither George Clooney nor the man you've 
seen in the hospital intro-saquence there, only a Nurse 
monster Fig. 1). These freakish angels of no-mercy know 
only one pattern of attack: they approach slowly and 
deliberately, their sole intention being to hit Henry as hard 
as they can with their blunt weapons. As they get closer, 
they will hit harder and faster, making them very difficult 
to stop. The situation will become even more dangerous 

if several Nurse monsters attack Henry at the same time 
The only way to stop the onslaught is to hit first and ask 
qüestions later. Richard's Revolver works a treat on these 
fiends, as one shot will floor them instantly. After firing 
from a short distance, stamp on the Nurse to finish it off in 
the usual fashion 


At the lower end of the 
hallway you'll find E 
(Fig. 2). Later on, Henry's 

neighbour can use it as a weapon 
It's almost time to head up to the 
next floor, but not before you've 
done a little exploring downstairs 
and picked up some useful items. 


You'll find an Ampoule stored in the supply room. This is a 
rare and extremely potent remedy. Although it's guarded 

“by two Nurse monsters, you don't have to fight them 
Simply opén the door, run to the shelf, take the Ampoule 
and run back outside — if you're fast, the monsters won't 
even notice you 


The Nurse's Memo in the reception reveals that the key to 
Eileen's hospital room has been lost. Henry looks at the 
x-ray screen and gets distracted by thoughts of Eileen 
(Fig. 3). (If you have already found Eileen, you won't see 
this cut scene.] Finally, you'll find a Paper-Cutting Knife 
next door in the office. This neat weapon isn't exactly 
powerful, but it's vary fast. 


: Hospital, 


The long passageway seem: 


N eerily silent - apart from the 
incessant creaking of the 
empty wheelchairs, rolling 
ickeningly up and down. Yoi 
8900 j avoid uching ther 

slow them dow + 
ble to stor e of 
j them w ise ty 
tical to that emitted by 
to sit when yo 
ha een deactivated 
j enter theo MIWAV 
J again, but they ti bt 
be Iw eicna y 
On the next floor of the hospital the order of the 


rooms will be determined randomly with each new 
game. Therefore, itis only possible for us to tell you 
what kind of rooms you will f rather than 
their exact location. One thing is certain, there are 
two rooms that you must find in order to progress 
further in the game. Before you start running around 
and opening every door in sight, you should first go 
to the elevator next to the staircase (Fig. 5) 
Ine button on the right side to call the elevator 

That's all you need to do for now. Don't bother going 
nside, unless you fancy cosying up to a Nurso. It's 
really important that you take this step to ensure that 
8 alavator is no longer waiting on the first floor 


id there 


Press 


Sens room is the only locked door on 2F, If you've 
gung the door but not yet found the key, you should 
nave a look at the ingame map so that you can get 
your bearings. The can be found 
Sangling from the mouth of a snake,statue (Fig. 8] 
none of the other rooms, When you take it, a cage 
will crash down, locking you inside. Use the | 
وريد‎ Key to escape (you'll have to manually select it 
from the inventory). The cage door will open, and the 
sey will remain in the inventory so that you can use it 


^"m 


to open Eileen's hospital room 


Yow Il find one of the following items in eight of the 
remaining twenty rooms: à some 


= (for Richard's Revolver). a 


two bottles, two boxes 
end one You car the candle to ward 


pif ghost hauntings: For the time being it's probat 
best to put itin the ches Be warned 
not everything you lind will be a pleasant surprise 


A Nurse awa 


back home 


ts YOU I" 


wo more in another ro 


١ room, ang you neet 


And then there are yet 
LÀ 
1 with. AS 
upied 
around and run away. The 


ies to c 


rooms, 
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Come on Eileen 


After having found the right hospital room and opened 

it with the Hospital Room Key, you should talk to Eileen. 
She will then decide to accompany Henry (Fig. 7}. If she's 
Standing close to a door that Henry opens, she'll go into the 
next room with him. As a result of her injuries your hapless 
neighbour is unable to move very fast. If the distance 
between the 

two characters 
gets too great, 
Eileen will hang 
back. This is not 
too much ofa 
problem, as even 
if you leave her in 
the company of 
several monsters 
they will be unable 


The next destination for Henry and 
Eilaen is the hole in the washroom, 
back down on the first floor (Fig. 8) 
On leaving the hospital room you'll 
notice that the wheelchairs in the 
passageway have disappeared. But 
two Nurse monsters have spawned close to the elevator 
Another pair can also be found patrolling the corridors 
on the first floor 
Examine the hole 
in the wall while 
accompanied by 
Eileen and return 
to Room 302. 


١7| Room 302 


Henry wakes up in his bedroom 
again — with Eileen nowhere to be 
seen. Something clatters in the 
iving room, but she isn't there, 
either. The noise was the result 
of the ceiling fan crashing to the 


floor. If Henry was injurad in the hospital you'll notice 


a disturbing new development: room 302 no longer has 
any healing properties. You must therefore take extra 

special care of his health from now onwards and try to 
collect as many health items as possible when outside 


the apartment 


The Red Diary — July 20 will be lying under your front 


INE Hospital, 1F 


— —— — —————————— 


to kill her, although they'll certainly give her a good beating 
and frighten the life out of her. However, it's important 

to note that Eileen's condition has an influence on which 
ending of the game you unlock. Basically 
you can still move Henry around as freely as you wish, but 
you must always ensure that if you leave an area, Eileen is 
alongside you. Otherwise you'll see the warning message, 
"| just can't leave Eileen all alone". 


a 


Eilean’s location will appear onthe map as a red triangle. If 
she's standing beside you and you have Eileen's Bag with 
you, equip it. As soon as an opponent approaches, Eileen 
will than use her bag to hit the evil monster over the head. 
To find out more about the teamwork between Henry and 
Eileen, please refer to the information in the How to Play 
chapter on page 22 


Red Diary - ?? ?? and Red Diary ~ June 14. Return to the 
hospital through the hole in the storage room, taking the 
new key with you. You can leave the Bug Spray behind in 


door. The envelope also contains a Small Key. After 
picking it up, go to the shelf closest to the window. Three 
new diary pages can be found here: Red Diary 


the box. Note that you can only put weapons for Eileen 
in the box when she isn't using them, and you can only 
unequip Eileen's items when she is close to you 


June 11 


74 


Sm Hospital, 1F 
— 
| | gm As Eileen. can't see the holes The ingame map is disabled in this area. There's How to Play 
— = in the wall, let alone use them a hole leading to Room 302 only a few steps away 
qx you must find anothe fron m the exit 3 the exit door you'll find South 
i Head for the empty elevator Ashfi 
سد‎ shaft (Fig. 9). If the elevator is 
still there, you'll have to take 
the staircase to 2F, call the elevator up and return items 
٠ via the stairway to the first floor. Open the door on 


the other side of the elevator shaft on the first floor 
with tha Smal) Key, and head into the basement 
Three Nurses will greet you on the basement stairs 


t doort 
dot 


e nex nerge on a spiral walkway 


which leads further down into the fog (Fig. 10 ; : * 


Room 302 


Subway 
Forest 
Water Prison 
Building 


Apartment 


Room 302 


Subway 
Forest 


Water Prison 


a he f eanet 


Jase to de you 
From now on your home will be haunted. Get ready to 
experience û wide array of sinister happenings. Your 


mndows may clatter, the handles of the clock may 
Ss out of control, your shoes may walk to the kitchen 


Tha 2 0 en hne 3 7 +h 
out the aid of f Ukay, so shoes walking in the 


Hitchen might not seem that spine-chilling in itself, but all 
ese ghostly affects have an unpleasant consequence 
zamely that Henry loses life energy when he's close to 
em. it's an effect similar to when he's in the presence 


ma Victim. However, in room 302 this effect is even 
more potent. There are several w C 0 deal with this 
- ^ em: carefully avoid the haunted zones, wear a Saint 

edallion for protection or axorcise t the ghosts witha he 
Moly Candle (Fig.11). The amount of occult phenomenon u 
tat manifests in the room will depend on Eileen's 


action The exorcising of the phenomenon will also 
eve a direct influence on which ending of the game you 


Documents: 
(32) Red Diary - July 25 
[33 Kid's Letter 
[34] Red Diary — July 17 


Items: 
CE) Toy Key 
CD Riding Crop 
© Filthy Coin 
© 18 Coin 
CU Murder Scene Key 
O Cynthias Commuter Ticket 
© Train Handle 
© Use: Lynch Street Line Coin 
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O Use: Toy Key 

O Use: Filthy Coin 

C Use: 18 Coin 

CD Use: Murder Scene Key 

CD Use: Cynthia's Commuter Ticket 
CD Use: Train Handle 


Equipment: 

© Holy Candle 
Nutrition Orink 

© Pistol Bullets 
Portable Medical Kit 

© Saint Medallion 

© Silver Bullets 
Sword of Ohedience 


Monsters: 
O Iremer 
O Rubber Face 
CY Sniffer Dog 
O Victim a 
(9 Wall Man 
C? Ghost-Cynthia 
O Man with the Coat | 
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ia 
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King Street Line 


Subway 


WU 


subway 


B3 


Wow to Play 
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Subway, Bl 


You're now entering the subway 


— area behind the closed door in the 
(RI northeast. Take the Hol you 
=| find there. Some Rubber Faces will 


be lurking in the next hallway (Fig. 1] 
Go past the spot where you first met 
Cynthia and head for the Ladies. Crush the Tremers in the 
corner so that you can enter the hole in the wall. 


bh at T 
=. or E a " 
ate cue 
Kc MEME 
— cmm SR 
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Room 302 


From this point in the game, whenever 
you return to your apartment your 
room may well be haunted (also see 
pages 136-137}, The man who lived 
there before you wrote his insights on 


this topic in the Red Diary = July 25, 


ji I Subway, Bl 
E 
E Use the Lynch Street Line«Coin in 
j the same way that you did on your 
"d first visit and pass through the 
= & northern turnstile. There's someone 


lying in wait here who wants to stop 
you dead in your tracks. Cynthia 
has sadly now become a Victim (Fig. 2). And quite an 
annoying one, at that. If you don't silence Ghost Cynthia, 
she's likely to pursue you all over the subway station 
and also at other locations. Fight Ghost Cynthia, and as 
soon as she hits the ground, stake her with the Sword 
of Obedience. You may have to try to impale her several 
times, as Ghost Cynthia has a creepy way of wrigaling 
free whenever you try to trap her 


You'll find an extremely effective tool to use against 
Cynthia and other ghosts on the stairs to the southeast 
of this area: a Silver Bullet. This pistol bullet enables 
you to floor à ghost with just one shot. But don't forget 
that you'll still have to stake the ghost with a Sword 
of Obedience to permanently disable it. The bullet is 


Subway, B2 


On level B2, in a side passageway, 
you'll find a Riding Crop. This is a very 
effective weapon for Eileen to wield, so 
equip it as soon as possible. As you will 
already have noticed in the Hospital, 
you'll find a lot more health items 


which you'll find pushed under the door, inthe usual manner. 

There's also a Kid's Letter, with a Toy Key inside the envelope; 
Take the key with you and get the Lynch Street Line Coin from 
the storage box. If you have a Saint Medallion and a Sword of 
Obedience in your box, you should take them with you aswell, 


guarded by several angry Rubber Faces. Silver Bullets 
are as rare as Swords of Obedience, so ss them for the 
really important battlas 


scattered around now. It's a good idea to take time to look atthe 
maps when you first enter a location and make sure you get all 
available items in a particular area, Also tear in mind that any 
items left behind from your first trip down to the subway Will still 
be here (also see maps on pages 33-34). 


— P tay ns 
— k ~ 
7 C T7 7 
päi V Subway ; 83 
La" E 0 . ١ 2 mate دعسي‎ E 
di: s p Examine the toy box that you to have the Lynch Streat Line Coin, which would take How to Play 
et | saw when you previously up an extra slot in the inventory 
| explored tha subway carriages ١ 
I BG (Fig. 3), Use the Toy Key to nia Walkthrough 
THES open it. and take the Filthy : 
می‎ — — > 


(If you don't already have 
e key, you !! find it in an envelope in Room 302. See 


items 


page78.) You'll have to clean the Filthy Coin at home 4 » 
so head for one of the holes in the Wall- pfiferably in v 
the southwest of this floor fFig. 4), You could always Bk: > 
return Via the hole in the Ladies, but then you'd have 13 n4 
3 
- - — o - — 
x Gtia da Hopefully you took the upstairs. Read more on pages 22 and 138 about how 
1 * bas to open the door this will affect your game 
| ناب‎ 8 [- - in the small room in the 
JE NE > southeast of the platform 
ait on you first visit to subway 
1 | world. M you did, you can walk 
on stratght4hrough to reach the 
r , 4 hole inthe wall on platform B4 


fat point (El). Otherwise you'll 
face a redious trek through thasubway train (see 
* msg on page 40); 

You'll Tit a serious Saag as soon as yol try to go Water Prison 
down onevof the adders to B47 Eileen can't follow 
you because her arm is ina Sling (Fig. 5). This means 
That you'll have to leave her in one of the small rooms 


Building 


Apartment 


Room 302 


Joseph's typewriter seems kitchen sink and use the Filthy nin order to clean 


to be in overdrive. You'll find t and reveal the 1$ Coin. The symbol should remind 

yet another document pushed you of the strange vending machine in the subway 

under your front door, the Leave anything that you no longer require in the box 
— Rod Diary - July 17. Go to the such as Eileen's Bag and the Lynch Street Line Coin 


Maj VOL Subway, B3 


[| Goto thie northeast of the 

| platform and use the 5 

on the strange vending 

I; machine (Fig. 6) to get the 

| CER MM | "Murder Scene Key. The 
— — — 

"murder scene" is of course 
the place where Cynthia died. No prizes for guessing 
your next destination. Just like on your first visit 
to Subway World, you'll have to get to a ladder, go 
dawn-to Level B4 and run to the platform of the King 
Street Ling You must then once again battle your 
way up the long escalator, past all the Wall Men, 
towards Level B2. Take the stairs up to B1 


Id Subway, B 5 


You'll find Cynthia's Commuter 
amongst all the debris on the fi 
have spilled out of her handbag 
murder (Fig. 7). Now you can pa 
turnstiles. Open the office door 
You'll find the Train Hi 
can be used to move the King Street Line train. Before aa th 
go back and collect Eileen. Now that you have C 
can walk through both turnstiles and quicky reach the Lyn 


If you've left Eileen alone for an extended period of time, you 

is rather discoloured. It looks extremely unhealthy, and that can't be 

find more information on this topic on pages 22 and 138.) But for now yo 

to be together again, heading in the direction of the King Street Une trap 

you must pass through the turnstiles on B1. Use 

Street Line area, then head down the stairs towards the southern section 

only thing left to do is run down the long escalator, past all the grasping Wall 
«the last time (Fig.8). 


Subway, B4 


rto leave Eileer nding alone the driver's cabin (Fig. 9) at the fro 
n if vou w ck tl in move. It will stop after only one v vagons le 
ild be enough d through the op 
don't leave her too long! ( j ers side into the passageway 
also put the commu etin OX of this door you'll find a rar 
now). Enter bway train through 0 ng the door you'll see A short cut scene 
the door on the right, then run through carriage right up to T. parition: the Man with the Coat 


At the ond of this cut scer 


you'll have to react fast 
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Documents: 
35| Jasper s Burned Memo 
36 Wheelchair Doll Text 
37) Red Diary — July 18 


38) Descent of the Holy Mother - 


The 21 Sacraments 


items: 
O Torch 
D Doll's Head 
© Chain 
CO Dolls Left Leg 
C Pickare of Despair 
D Crested Medallion 
TY Doll s Right Leg 
D Doll's Left Arm 
CD Dolls Right Arm 
©) Use: [burning] Torch 
CD Use: Doll's Head 
© Use: Dolí s Left Leg 
© Use: Crested Medallion 
©) Use: Doll's Right Leg 
D Use: Doll's Left Arm 
© Use: Doll's Right Arm 


© Holy Candie 
Nutrition Drink 
© Pistol Bullets 
© Silver Bullets 
© Revolver Bullets 
O Saint Medallion 


Monsters: 


C Man with the Coat 


S 
© Weil 
© راملا‎ Flame 


~ 


| MM Graveyard 
[ 0 SA 


ae حت‎ Do you remember the inscriptions Equip the Torch and examine the Holy Flame to ignite the 
1-1 lin in the forest that you couldn't read Torch (Fig. 2). When lighting the Torch you'll realise that 
* E7 ATD on your first visit (Fig. 1)? Well, the Man with the Coat is trying to shoot you in the back 
fortunately Eileen can read these. The best thing you can do for now is to run to the right, go 
She'll start to read out loud when through the gate, and leave him behind in the graveyard. 
you're standing togather in front of Examine the well in the next area (you'll find more 
the mysterious writings — but only if you've already taken information on this at point H). 


out all of the monsters in the area. For example, you'll have 
to kill all the Mothbats that are buzzing around the open 
grave before she'll deign to say anything. 


The texts appear to form some kind of diary. There are 
16 of tham to be found throughout the 
area. Chack the survey map to pinpoint 
their locations. You can, of course, go 
and read them all with Eileen, or you 
could do it the easy way and read 
the complete texts in the Secrets 
e 140-141 lt's not 
necessary to read them all in order 
to complete the game 


Itis, however, absolutely necessary 
for you to examine the burning 
torch in the corner on the left of 
the graveyard exit. According 
to the inscription, this is a Holy 
Flame. On further investigation 
you'll find a normal Torch right 
next to it, which you can take 
with you. It actually seems 
ta be just another battering 
weapon, but this blunt 
instrument has another 
function, Use it to light 
your way through the 
darkness. You will have 
to be quick, as the 
flame will only burn 
for a short time. Once you 
find same oil to soak it with you can 
make it burn a little longer 


The lian with the Coat 


The Man with the Coat is armed with a pistol and a steel 
pipe (Fig. 3), If you don't watch out, you'll notice his 
presence only when his bullets hit you. The click of the 
pistol warns you that he's getting ready to fire. You can 
challenge him if you like, but you can't finish him off. 
After getting hit several times he'll fall ta the ground, 
but sadly he is merely stunned, If you leave an area and 
re-enter, he'll be up and running again. Be warned, he 
might even follow you if you try to escapa 


The Man with the Coat haunts the three sectors in 

the southwest of Wish House and one sector in the 
southeast. Listen closely for clues to his current 
location. You'll hear the gates open and close when he 
enters an area 


84 


The Well in the 


Youll certainly have noticed the 
wells on your first walk through 
mad i the forest. There are five in 
total, all of which are swathed in 
darkness, making it impossible 
to see down the shaft. If you 
examine each well with a burning Torch, you'll find one 
of five body parts: for example a Û 
front of the gate leading to the graveyard 


— 


in the well in 


rch at the Holy 


0 the well before 
equip a û 
f blow out and youl 
j à t distracted by the 
Man with the Coat 
— 


southwest 


upt U 
ving on to Wish House. Alth 


a! nder th 
ugh your pursuer will 


oug 
e safe at the orphanage 


l åt the Wish House 


5-35 


"Aetas cm 
A — 


farmat 


Orme 
g I a more apt descript 
i situation, You'll finda 
= hanging on the red climbing 


frame close to the eastern wall 
Eileen can use it as a weapon; the rattle of the chain will 
et you know when Eileen is close by 


in front of the former 
1 ce of what used to be the orphanage. You 


entrar 18180 


cover the t when you examine 


ec ed dol eelchair (Fig. 5]. Bott 
ext 0216818 th the wells and use 
و‎ mM, 


H Room 202 


Basically, you must be on your 
guard every time you return to 


)n that haunts 

the closet in the bedroom, and 
will drain Henry's life energy as soon as he returns. When 
this happens, leave the room as quickly as possible. It's 
absolutely imperative to exorcise this haunting by placing 
3 Holy Candle in the right place. Unless of course you're 


trying to get a certain game ending. 


Pick up the 


from under the front doo! 

en go to the storage róom and climb into the... Wait! Isn't 
there a tank filled with oil? Have a closer look at the canister 
st your feet and Use the T 


Will Keep it alight longer the n‏ أ 


|. Soaking the 


ext time you use it 


After you return to the orphanage you ll have to visit four 
more wells; one in the southeast, one in the northwest 


The order 


(in the direction of Toluca Lake) and two in the northeast 


5 not important 
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1 


LS 
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When you're hurrying to one af the 
exits, you can leave Eileen alone in 
the central area. It is, however, not 
recommended to leave her alone for 
an extended period of time. Read more 
about this on pages 22 and 138 


One of the wells is far away in the southeast. You'll have to 
get past the Man with the Coat and his chainsaw to reach it 
You'll find one of the extremely rare Silver Bullets in the area 
with the peculiar looking root 


Finally you'll reach the well at point i on the map. A Holy 
Flame is blazing conveniently next to it (Fig. 7), Ignite the 
Torch and look into the well to find the Doll's Left Leg. If 


se At Toluca Lake 


The next wall is in the area to the 
northwest of the orphanage, guarded by 
two Doubleheads. As usual, these will 
come running, stand still, hit quickly and 
then retreat. Dodge their attack at the 
very last moment and fight back. 


You'll find the next flame in an equally far-fiung location at the 
edge of the lake, Close by, in a cave filled with junk, you'll find 
the Pickaxe of Despair, an extremely unwieldy weapon 
Turn left at the shore of Toluca Lake. At point [Bi you'll meet 
the mysterious little boy again; his name is Walter Sullivan 
In this cut scene you'll also see the Crested Medallion (Fig. 8 
“on a pedestal. Soon you will have this precious object in your 
own hands? You'll also find some Revolver Bullets in a corner, 
And just in case you didn't take it on your first excursion to the 
forest, the Portable Medical Kit will he in its original place {the 
same goes for every other item in Forest World — see map bn 
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TOR RAT RANK 


Forest - Southeast 


= — — aa i. — 


Eileen fs with you, 
you can listen to 
herreading some 
of the inscriptions 
Afterwards you 
should go back 

to the centre and 
use the dell's part 
directly on the doll 07 
in the wheelchair to free.a slot in your inventory. Even if you 
already defeated the man with the chainsaw, you'll meet him 
once again on your way back. Wouldn't you like to get your 
hands on such a formidable weapon? 


pages 42-43). Use the hole in 

the rock to return to Room 302 

and store some items in the 

box if you wish. For example, À 
you won't need the Crested 
Medallion until you've 
assembled the doll-parts. 
If you have yet to dip the 
Torch in the oi! canister 

in the storage room, you 
should do so now. Make 
sure you take a Sword of 
Obedience and a Saint En 
Medallion with you if " 
you're about to head for 
the northeastern area. 


— 


Henry Townshend runs across the mysterious little boy in the 
most improbable-places. They haven't spoken a single word 
since-they first met, but oN in te forests of Silent Hill, yous. 
will finally ſearn his name. The part he plays inthe myste 

has yet to be revealed. 
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You'll need at least one free slot in your 
f ~ inventory in orderto collect the next 
a | 1 doll's part. Ignite the Torch with the Holy 

T Flame at Toluca Lake and rush over to the well 
at point (Em Three Victims will hassle you in 
the cave (Fig. 9). Don't forget that the flame will 
extinguish if you equip another weapon. If Eileen 
= is with you, unequip her weapon so that she 
doesn't get involved in a fight with the Victims 

ou Il eventually find the n the well. Use ifon the doll in 
the wheelchair at Wish House 


Forest - Northeast 


You ll tind another well only two further in 


n EEE Provi ded thatinai Và 


the northeast at po 


managed to keep your h burning, you will 
find the in the well. Don't forget 
the that's tucked away on the left 


side of the door. Should you need a Holy Flame to 

ght your torch, you'll find one next to the rocks where you previously met 

Jasper Gein for the first time. What a surpfise! He's waiting there to greet 
you once again 


Jasper will float towards you (Fig. 10) engulfed in flames. He's almost as 
formidable an opponent as Ghost Cynthia in the subway. You could choose 
to take the Pistol and use one of the rare Silver Bullets before proceeding 
to stake him with a Sword of Obedience. Alternatively, you could save the 
bullet to use it for a worthier purpose later on. Why not use a hefty hlunt 
instrument, under the protection of an equipped Saint Medallion, to bring 
Jasper to his knees — and use the Sword to impale him. Leave the Sword 
in place, to ensure that Jasper won't annoy you any longar in this world or 
in any future world. 


Tha fifth well is in the furthest reaches of 


n m the northeast sector. You'll find a Holy Flame 

E I for igniting the Torch in the adjoining area 
after passing through the industrial building. Fish 
the from the well, then take it 


CI back to the Wish House 85 quickly as possible 
You can now store the Torch in your box when 
you return to 302. Four Rubber Faces are guarding 
the last Holy Flame 


Under the 
Wish House 


2 = You must use the five body parts that you found in 
the welis on the coil in the w wheelchair Dolls Hea J. 
Doll's Left Leg, Doll's Right Leg, Dolls Left Arm, Doils 


Right Arm, The wheelchair will roll away, revealing 
a stairway that even Eileen can use (Fig. 11). Before 
descending you should go beck by Room 302 and 
get the Crested Medallion. Read the book | M 

21 Sacra ; in the secret chamber downstairs Insert 
the Crested Medallion in the door and continue your descent into the fog 
under Forest World. Behind the door at the bottom you'll find a circular room 
(Fig. 12). As soon as you step on the spot in the middie you'll be transported to 
Water Prison World for the second time 
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WATER PRISON WORLD 
2™ TIME 
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Prison 3F 


Prison 2F / 


items: 


X 

CD Nightstick ! 

Equipment: 
© Holy Candle 

Nutrition Drink 
© Pistol Bullets 

Sword of Obedience 

Monsters: 


* Documents: 
+ ١ 39] Red Diary - July 28 
[40] Mote from the Bloody Prisoner s Shirt 


C) Prisoner's Shirt 

D Water Prison Generator Room Key 

© Use: Prisoner s Shirt 

OD Use: Water Prison Generator Room Key 


Equipment: 
Nutrition Drink 
@ Pistol Bullets 
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Water Prison, 


0 
E 
E The elevator will take you all 
1 a له‎ the way up into th 
^ Water Prison. Bef g 
١ any further, unequip Eileen's 
é weapon. Uniock the door with 


the symbol on it and go outside 
The Man with the Coat will be standing directly in front 
» of you (Fig. 1). Don't even think about taking him on, just 
walk straight past, go through the door, and step onto 
the walkway 


As Eileen can't climb the 
ladders, you'll have to 
go the long way around, 
using the outside walkway. After 
^ taking a few steps you will hear 
a door closing. That's the sound 


D 
of The Man with the Coat bearing 


whether you fought him 


This time the Man with the Coat is toting two p! 

atting rip with both barrels. These twin shooters will 
seriously damage your health as you try to make your way 
down to the bottom of the tower. It's up to you whether or 
not you try to halt your attacker with Richaed’s Revolver or 
some other weapon. The sensible option would simply be to 
run away and conserve precious ammo, 


Hurry over to the left side with Eileen and rush down the 
ramp. Don't run too fast, or you'll leave her behind. It's better 
f you walk at normal speed, breaking into the occasional 
sprint and taking care that Eileen keeps up. Whatever you 
do, don't look back. After about half a turn around the tower 
you'll see a Mothbat clinging to the wall (Fig.3]. Stick to the 


outer edge of the walkway to avoid disturbing it. If you did 
unequip Eileen's weapon then she won't slow you down by 
attempting to fight the bugs on her own 


f you didn't manage to creep past the Mothbats unnoticed 
se the Bug Spray to take them out. Then continue onwards 
along the walkway. If you ve previously left Eileen alone in 
the subway or the forest she may be a little batteréd and 
bruised, and much less.mobile. Should this be the case, 
your journey along the walkway will prave to be long, slow 
and dangerous 
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Water Prison, 37 


You have to walk around the 
outside of the tower again 

to reach the next level. The 
relentless Man with the Coat 
will reappear just in case you 
were missing him (Fig.B)! It's 


L ب‎ 


upto you if you wantto go pest him (in which case 

you should unequip Eileen’s weapon) or il yotPwant to 
fight. Either way, anyipeace will be short lived, as your 
nemesis will continue to harass you whenever you step 
gut onto the walkway. So, as usual, the best tactic is to 
gnore him and Keep running 


nig Water Prison, 2F 


Time for a short visit to Floor 

2F. Enter the cell section and 
walk into tha first call on the 

left. Examine the bed (Fig. 9) to 
pull out the dien 
hidden underneath. (This is the 
“sword with the triangle handle" mentioned in the Note 
from the Bloody Prisoner's Shirt.) Following this, continue 
your journay.to the basement via the outer walkway 


1 Water Prison, Bl 


When you open the door leading and you'll also meet up with him later in the Building 
- from the anteroom in 1F into the World. Butthat's something you'll have to put up with 
cellar, a short cut scene will - especially if it gives you a chance to silence the ghost 
herald the arrival of yet another of Richard Braintree. 
ghost. This will only happen 
if you've already deciphered 
she Note from the Bloody Prisoner's Shirt. The ghost 
st Andrew DeSalvo will be released to haunt the 
Basement passageway (Fig. 10). If you want an easy 
we. shoot him with a Silver Bullet, then stake him with 
a Sword of Obedience. You'll then get the | 
8 itor R 1 If you don't have a Silver Bullet 
the battle will take much longer. The protective powers 
$1 s Saint Medallion wil! be of some help here 


A Sword of Obedience and a Silver Bullet will also 
some in handy at the beginning of the next world. If 
ou don't have a Sword of Obedience in your box, 
on't forget to retrieve the one that you stuck into 
andrew. Unfortunately this will mean that he's free to 
aunt again. He'll follow you to the waterwheel room 


P» oO 


Water Prison, B2 


Jy running around he ge rator, or stand and fight yc 


through the throng of two-headed fiends. 
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Building Bl EN 


items 
Secrets 
index 
(S) Use: Volleyball E Room 302 
D Use: Cake Candies | 
Subway 
Equipment: 
© Holy Candle Forest 
Nutrition Drink 
© Revolver Bullets E Water Prison 
Monsters: Building 
O Iremer | 
CY Sniffer Dog Apartment 
O Victim 


O Ghost-Richard Room 302 


Hospital 
Building 5 — 
Building B3 =. 
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Building B6 
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Building B7 


Building 0 
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Documents: 


Building 7 


uilding 4 x E 
Equipmegt: 
© oly Candle | 
Nutrition Drink 
49 Pistol Bullets 
Portable Medical Kit 
O Revolver Bullets 
@ Saint Medallion QS 


Monsters: 


“Building 


Apartment 
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Building, 0 


] 
—— On re-entering the Building World annoying tactic is when he disappears, then reappears 
— you!ll see a short cut scene before behind Henry's back. He will then attack with lightning 
ل‎ coming face-to-face with Richard speed and suck Henry's life energy. But despite all his 
E Braintree in his current incarnation, posturing, Richard is as vulnerable as all the other ghosts 
Ghost-Richard (Fig.1). First he'll and can be quickly dealt with using the tried and trusted 
try to intimidate you with his jerky Silver Bullet and Sword of Obedience technique 


movements and then he'll start to hit you. His most 


01 


Building, 2 


After dealing with Richard pick up the 

R s document that is lying on 
the ground to tha left, between the cars 
Fig. 2). The text may seem a bit strange 
on first reading, but it tells you what you 
need to do in this area: tidy everything 
up! Enter the elevator and go down. 


To 
qe Exit the elevator on the same side some Revolver Bullets on level BB, but for now you should 
z l1 | in which you entered. You'll find only use the left-hand elevator. 
| | كسد‎ another Holy Candle in the small 
| backyard (Fig. 3), which is useful The obvious problem with this world is that Eileen 
if you want to exorcise some of the won't be able to follow you down the ladders. Leave her 
occult phenomena back in Room behind in the elevator, while you take the ladder into the 


302. Later on you can take the right-hand elevator to get basement room with the broken showers. Before you 
leave the basement via the ladder on the 
opposite side, you should pick up the 
white f rd Ball, which is lying in the 
corner (Fig 4). Exit the basement and run 
through the narrow streets to the right. 


On your way down to the 


r door in the south of this 
1 L3 level, you'll witness a 
L H conversation between young 

E Walter Sullivan and the Man 


— with the Coat - who'll reveal 
his name for the very first 
time. After this cut scene 

a Victim will appear 

behind you. It will also turn up later, when you 
return to the elevator after having visited 

the bar. Under certain circumstances you 

might meet another ghost at this particular 
location — tragic Cynthia. 


Cynthia's Ghost 


If you didn't silence Cynthia's ghost in the subway 
with a Sword of Obedience, then you'll also meet her 
here in Building World. And if you decide to let her 
go without staking her this time around, she'll pester 


T 7 You'll find a V 
amongst ali the cardboard 
boxes (Fig. 5), and a 
in the corner on the 
right-hand side. If there's no 
room in your inventory, you 
can collect these items on 
your way back from the bar, 
which just happens to be your 
next destination, provided that you can get past the 
wheelchairs on Floor B13 


Use the Billiard Ball on the pool 
table (Fig.6) to fulfil the first of 
the four conditions referrad to 
in the Reminisces text 
— — 
You'll find the Later 
Bartender's Memo on the bar, Read it and you'll 
discover that the phone number of the bar has 
changed, as has the code for the door. Before you 
can start to think about opening any doors you'll have 
to go back to the elevator and get Eileen. If you've 
forgotten where you left her, check the ingame map 
Her position will be marked with a red triangle 


TT 
E l سا‎ 


Press the top button in the 
elevator to go down to B8 with 
Eileen. If you used the elevator 
on the right, you can exit through 
the door that leads north and pick 
up a box of F ina 
passageway full of Rubber Faces. If you're not interested 


— —À 


V Bar S. A. , B15 


Elevator, B8 


you again and again, turning up in the Pet Shop 
or in the Apartment World. You can also meet 
Ghost- Jasper here. 


in the ammunition, leave the elevator and head south (via ern 
the door next to the buttons) si 


If you previously silenced Ghost-Richard with a Sword of 
Obedience, feel free to congratulate yourself. If you didn't, 
you'll face another duel with him now. Your next stop will 
be the Sporting Goods Shop. 


Auf Albert s Sports, 5 


| C] | If you still haven't silenced Richard, 


he'll welcome you here in his usual 
friendly manner. Put the Volleyball 
in the basket, alongside all the other 
volleyballs (Fig. 7). Then grab the 
from the counter and 
take them up to the birthday party room on B3 


Sooner or later you should pay a brief visit back to Room 
302 to save your game and stock up on supplies 


Room 302 


You ll find the 

under your front door after your first 
return from Building World. When 
you look out of the window to get 
the new phone number of the bar, 
you'll be sorely disappointed. The 
billboard still features the old telephone number 


Walk over to your telephone in the bedroom and call 
the number of the old bar (555-3750). An answerphone 
message will tell you the new number: 555-4890 


/|d Building, B3 


A Victim will be floating around 
in the birthday party room when 
you arriva. Soma people naver 
know when to leave! Put the Cake 
Candles on the cake (Fig. 8). Take 


the Stuffed Lat standing next to the 
door. If you want to collect some additional items such as 
a l you can explore further upstairs- but this is 


not essential 


When you've seen enough of the upper levels, return to 
the sports shop and continue onwards to the Pet Shop 


Pet Shop, B7 


|| » 
ا‎ T Put the Stuff 11 in the cage on 
^ the counter of the Pet Shop (Fig.9) 
You should now hear a clock strike 


You can then leave the Pet Shop 

through the back door and go down 

the stairs into the upside-down 
room — accompanied by Eileen, of course 


On leaving the shop you'll see a newspaper lying on the 
floor. If you read this and return to the shop later on, the 
shop will have changed in an interesting way, This event 
doesn't have much importance in terms of the overall 
game plan, but it does provide an interesting tit-bit of 
information, namely that the shop ownar was an early 
victim of Walter Sullivan 


100 


— If you've been following this 
walkthrough to the letter, you 


E 4€ Building, B8 
if 


will not yet have experienced 
the strange upside-down toon 


0 Take particular note of the 


ciock hanging on the wall in the 


mn ted 
1110105100 walk 


Ousty 0 


1 
Building, 0 l 
i + 
E- j Behind the.door on Floor B10 Room 302 
you'll discover a veritable here. The downside have 
€ nenagerie of fiends (Fig.11) to wrestle them from the claws of the Rubber Face 
1 It's rather difficult to get monsters Subway 
én — Eileen past the over-exited 
primates, so this encounter At the other end of this area you'll find a staircase Forest 
will probably end in a fight. What youloseintermsof leading down to B12. There you can finally unlock the 
door that leads to a familiar passageway (Fig. 12). At 
last you can go into the har with Eileen. However, ba Water Prison 
aware that new opponents will appear on the stairs 
on the other side of the wheelchairs and there will ~ 
also be some monsters lurking in the bar Building : 


Apartment 


Room 302 


Hospital 
Subway 


Forest 


102 


BBr-944A., BID 


Watch out! A Rubber Face wants 

to Welcome you as his favourite 

regular (Fig.13). But all you want to 

do is get the hell out of that bar in 

one piece! Enter the new code into 

the numberpad, the one that you got 
when you called the original phone number in Room 302. 
It's the last four digits of the new phone number- 4, 8, 9, 0 


Your only possible direction from here is "ever 
downward". The staircase leads to B23 and a swarm 
of Mothbats. 


Building, 325 


Take the table Med t before 

you open the door. Gigantic Wall 

Men in colossal picture frames are 

being lowered and raised. The exit 

is on the opposite side, but you can't 

open it yet. Notice the inscription, 
which paraphrases the secret of this chamber; "To reach the 
deepest part, you must defeat the One Truth." The “One Truth” 
is your vital clue: only one of the twelve Wall Men is the real 
one. You can identify him in the following way: when you hit 
the correct monster, all the others will flinch (Fig. 14). Once 
you've ascertained the identity of the "One Truth” simply keep 
shooting or hitting 
it until you see a 
message confirming 
that the lock has 
opened. The position ب‎ 
of the real Wall Man 
will be determined 
randomly, but there's 
a high probability that 
he'll be on the right 
or left side of the exit 
If you don't succeed 
there, try the one next 
to the entrance. 


Behind the exit 

you'll find another 
fog-bound walkway 

~ the last of it's kind 

If you're taking the 
usual route to Room 
302, you'll find the Red 
Diary — August 7 has 
been slipped under 
the door. This detour 
isn't strictly necessary 
at this point in the game as the new diary page will still be 
there the next time you return to your room 


15 


At the very end you'll hit solid ground and end up in front of a 

door. A door with the number 302 on it [Fig. 15). You'll find the 
ntendent iry (Man with the Coat) on the floor. Take a 

deep breath, and walk through. 
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d Documents: Equipment: 
' + [RE] Superintendent's Diary (Man with the Coat} © Nutrition Drink 
s Old Picture Book © Pistol Bullets 
[47] "Crimson Tome’ © Revolver Bullets 
[88] Red Diary - August 2 O Saint Medallion 
[aS] Red Diary - August 3 O Sword of Obedience 
(50) Red Diary — August 4 O Holy Candle 
[51] Red Diary - August 5 
- [E Joseph's Letter Monster: 
O Doubiehead 
[ items: O Dodbithead-Mutast 
D fiam of Hope © Nurse 
D Mays of Liberation O Victim 
D Use: Pickare of Hope Q Wall Man 
.  €p Use: Keys of Liberation O Ghost-Cynthia 
1 O Chost-Richard 


C Man with the Coat 


! 
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(04 Apartment 2F 


(06 


Ah, home, sweet home, Well, 
almost. The interior differs in 
some respacts from Room 302 that 
you know and loatha. You can get 
back to "your" 302 though the hole 
in the bathroom wall if you wish 
(And if you save your game there, the save data states 
that the newly discovered room exists ^in the past".) 


You'll find two documents lying on the table in the living 
room: an Old Picture Book and the “Crim Tome 
There's a lot for you to read in your bedroom. You'll 

find four more documents scattered around the red 


typewriter: Red Diary - August 2, Red Diary - A 


Room 302 


Use the Pickaxe of Hope on the 
wall between the bathroom and 
the bedroom to make a large hole 
in the wall... (Fig.3) 


We won't go into too much detail here, because we'd like to 
avoid you stumbling across the solution of the game while 
browsing through the pages of this book. For now, all you 
need to know is that you must climb through the opening in 
the wall and examine the body on the opposite side twice. 
You'll find the Keys of Liberation in the pocket, Go back 
through the hole in the wall and into your apartment 


While going through 

your hallway, you'll hear 

something clattering in the 
storage room. A cardboard box on 
the top shelf has burst open and 
Joseph's Letter has fallen out, 
containing the very last message 
from Joseph Schreiber (Fig.4). If 
you haven't previously been home 
(after finishing Building World), you'll find the Red Diary 
- August 7 pushed under your door (See page 102). Take 
it now, because it'll disappear otherwise. Now your great 
moment has finally arrived: use the Keys of Liberation to 
open your front door, Free at last! Well, actually, not quite, 


because in front of your door another nightmare is waiting. 


Room 302 oí the Past 


Red Diary - August 4, Red Diary - August 5 (Fig.1). This 
seems ae the legacy of the guy who lived in 302 before 
you, After you've read everything thoroughly, you should 
go back to the living room. You must have noticed that 
wet stain on the floor [Fig.2]? Go from there to the left 
into the living room (don't go via the kitchen). Along, © 
elaborate cut scene will show you what actually caused 
the stain’... ERES Ji and tell you a lot more 
about Walter Sullivan and the 21 . After this 
unsettling sequence, pull the Pickaxe of Hope out of the 
wall between bathroom and bedroom There's nothing 
else for you to do here. You must leave Eileen again and 
crawl through the hole in the bathroom wall. 


Eileen has also somehow made 
it into this world. She'll follow 
you everywhere you go from 
this point on — except Room 
302. But that's completely 
understandable: an unmarried 
’ young woman and a single man alone in a room... 
wall, what would the neighbours think? On the other 
hand it's a good idearthat your neighbour doesn't get to 
know about the peep-hole in her own bedroom wall. 


جم 
| 
| 


, = A Doublehdad has 

rit taken up residence in 

| apartment 301. But the 

most important new interior 

f addition is a stairway that 

١ 2 leads down to apartment 201 

: (Fig. 5). Go downstairs and 

oc be prepared to encounter 

lots of other monsters. You'll 
also meet a new kind of Doublehead for the first 
time. You'll see a lot more of this stronger mutation 

later on 


Go down the hallway and run 
for the shelter of apartment 
- 1 202. The mad Man with the 
f Fr 55 Coat will de standing behind 
سط‎ the iron bars, which also biock 
the passageway. He is firing 
like a maniac. Some things never change! The fifth 
Obedience is waiting in the apartment 


Boe: there’ s a convenient hole in the living room 


wall leading to apartment 203 (Fig. 6). 


| You might maet the ghost of Cynthia again in 203. 
Everything else seems to be fine and you can get to 
i the staircase without any trouble because the Man 
and his Coat have vanished into thin air. He's actually 
: hiding in apartment 204, but you don't ever have 
to cross his line of fire (Fig. 7). There's a Nutrit 
k to find in the kitchen of 204, but you can t it 
without getting near him. 


— 


T 98 Apartment, 3F 


Check your supplies before heading off with Eileen. 


If you like using your guns, for example, you should 
take lots of ammunition with you, You're going to 
need it. 


As the way to the staircase is blacked by iron bars, 
you'll haye to visit your neighbour in 301 again 
Maybe you'll find a way to the Superintendent's 
Room there. 


Doublehead-Mutant ' 


items 


Secrets 


Water Prison 


Building 


Cynthia and Co. 


You'll be haunted by several well-known ghosts in South in his former habitat. You'll have to get past Cynthia and 
Ashfield Heights unless you previously staked each of them Richard in any casa. But only once. On your way back from 105 
with a Sword of Obedience! Ghost-Cynthia lives in 203, Ghost- to 302 you won't see the apparitions again, so it 's not really 
Andrew haunts 107, and Ghost-Richard has taken up residence worth engaging in a fight here. 


à;‏ عد 
migg@ Now things are getting‏ 

iH Mee! serious: five Nurse monsters 
[^H are guarding the staircase 


= 8 (Fig. 8), The stairway that should 
J I1 t | lead downwards on the left is 
f —— —— } completely blocked. The creatures 
f 1 1677 | are well spread out at first- so if you 
سس هه سيل‎ Want to take a run with Eileen to the 


door on the opposite side, you should 
make a break for it now. If you don't, you'll have to stand your 
ground and fight the mutant 'angels' 


You don't have to go all the way to the top level this time, 
because you're not heading for Eileen's apartment. If you're 
interested in the things you can find up there, then you'll 
have to fight your way through — or have a short side trip 
without Eileen. 


imm You're forced go through 
هد‎ apartment 206 because of the 


H f iron bars in the hallway: you'll 

: | find a hole leading to 207 in the back 
AH Î room. First you have to get pastthe 

i Man with the Coat yet again. He's only 
f | T1 got one pistol this time around, so you 
shouldn't have too much trouble. 


Apartment207 will be empty unless Ghost-Richard is still 
around. A new stairway in the northwest of Floor 2F finally 
leads you down to the first floor (Fig. 9). The stairway is 
guarded by a monster, so take cara. 


| IRSE 

pad Apartment, 1F 

I —!———1 ui - — — 

3 f Now there's nothing between you Eileen will stand rooted to the spot in the staircase, staring at 
! i and the superintendent's apartment a sketchbook featuring Walter's father. The memories about 
| 105. Well, apart from the six chains the father are also responsible for the chains in front of the 

| $ hanging in front of the door, that is. door. Leave Eileen here and continue alone 


You'll find the solution to this problem 
in the eastern hallway on this floor. 


108 


Inspect the "figure" 

hanging in the comer of the 

hallway next to apartment 
104 (Fig. 10). You'll hear a “memory” 
about the father of lithe Walter and 
he apparition will disappear. (At 
the same time, one of the chains in 
— front of 105 will disappear) 


١ 


n total there are six memories of Walter's father to find 

50 you have five more to locate and examine. You can also 
ook them up on the map to the f 
marked with ani 


ght of this page: they are 


You can find the second “father” next door in 104, in a round 
cell. Another one is dangling in the middle of apartment 

103, closely guarded by several Doublehead-Mutants. You'll 
Sscover one in the living room of 102. There is one more in 
round cell in 101, and the final father figure is hanging out 
e upper end of the hallway 


CT 


—— — — 


M * ! 
re 


3 


By examining the six "father figures" you will break open 
the chains in front of the superintendent's door. On your 
way back you'll inevitably have to go through the staircase 
where you'll pick up Eileen again. After a short cut scene 
about Eileen having deeper thoughts about Walter you'll 


continue on together 


مس م ⏑ꝓw——‏ ——— — 
— . — 


-T Ped Superintendent's Room 105 


Examine the foul smelling red box in there will now be a Wall Man lashing out at you in 207 
Mr. Sunderland's living room (Fig 11) Meanwhile the old ghosts of Cynthia and friends will have 
| k contains the a part gone — if they were ever there at al 


of the Conjurer's mother's flesh you've 
read about previously in the "Crimson 
IM. Page 145 BELLIS 
precious treasure and go back to M You'll have to go alone 
though, because een seems to have gone ahead already 


It you don't have a free slot left in your inventory for 
Sunderland's weird souvenir, you should use something on 
tha spot, which you can do without, such as a Nutrition Drink 
Otherwise, you'll have to go back to 302, get into Sunderland's 
living room, then traipse back to 302 again 


On leaving the superintendent's home you'll witness the 

hallways of South Ashfield Heights being invaded by hordes 
١ of new monsters. Yet more fiends of the Doublehead variety 

you'll find them in front of 205/206 and 301/302. What is more, 


10 


T 0 


| Pus Apartment, IF 


F- 2 Eileen has dropped the sketchbook 
| sim £ on the floor of the superintandent's 
1 I apartment. The picture has changed in 


A HII the meantime. This does not bode well. 


“ue Room 502 


Once you've made it back to 302, 
it's time to prepare for the final 
showdown. You should save your 
game now. You don't have to heal 
yourself since your fife energy will 
be completely replenished in a 
short while anyway. Collect all the equipment you'll need 
and whatever happens do not forget the Umbilical Card: 
You won't be needing any Saint Medallions, Holy Candles; 
or weapons for Eileen, however. (It could actually work 
to your advantage if you leave some empty slots in the 
inventory. Read more about this on the next page.] You'll 
find more information about the best possible equipment 
and strategies for the final fight on the different difficulty 
levels on page 129 


When you're equipped accordingly and feel ready, climb 
through the hole in the wall to the "back room". The body 
you've only so recently found there has now disappaared 
without a trace. But thankfully that doesn't mean you'll have 
to search the whole building for Eileen again. 


Take a closer look at the round impression in the floor in 
front of the open refrigerator (Fig.12]. Inspect the black 
liquid. You can then climb down into the hole. Henry will 

“tind himself standing in a strange, red place. Jump into the 
gigantic black hole in the ground 


The Finale 


After the cut scene the Man with the Coat will approach 
from the right. This tima he's armed with a pistol and a steel 
pipe. (Of course you've already known the true identity of 
this Man for some time, but to avoid your stumbling across 
this intriguing littla piece of information unintentionally and 
spoiling the suspense of the game, we'll stick to the original 
‘Man with the Coat’ epithet.) You will already have seen a 
giant creature in the cut scene. It's now on your left side. Run 
towards it, past the stone plates with the red "bodies" with 
the weird spears . You can't do anything there for now 


Stand directly in front of the giant creature and use the 
Umbilical Cord (Fig.13). You've fulfilled the first command of 
the “Crimson Tome” and can start pulling the spears out of 
the “tombstones”. Four are on your right side, and four more 
are on your left side. Run and pull a Spear of the Holy Mother 
out of one of them (Fig.14). Now go back and stand right 

in front of the giant creature and use the Spear of the Holy 
Mother. Then do this with all eight spears. You could save 
yourself a lot of time and effort if you'd maintain four empty 
slots in your inventory. This would enable you to collect all 
the spears on one side and stick them into the giant monster. 


Go back to Room 302 = take the same route back. If you still have 
some free slots in your inventory, you should fill it mainly with 
useful stuff. Go and visit nürse Rachael in 106, because you'll 
find a very practical Ampoule there, among other things. 


You shoulda tallow yourself to ba distracted by 
tie Man with the Coat during this episode- apart 
fram side stepping his attacks. Your attacks on him 
will be innefective at this point Your opponent will 
collapsa once you ve pushed in the eight spears 
When he gets up after this attack, he will lose his 
Black shadow and you will be able to harm him 
Concentrate on the Man with the Coat from this 
point 


When youre standing at some distance fram the 
Map, ha ii lift hispistol slowly and shoot (Fig.15) 
He ll oniy tire one bullet ata time. if you run past 
him while he's aiming, he wog shoot. He'll use the 
Battering weapon instead, with which he can deal 
two ditferenttypes of blows. Ong is short and fast 
Far tha other, he tt his arm vary slowly and stri 
as wide circular motion. Even if you're standing tc 
ms Side, he'll be able to Hit you with this move. He'l 
unieash his most annoying attack when you stand 
$00 close to hum: a swirling attack, which throws 
Henry to the ground (Fig. 16). Your agile opponent 
zen cover distances in a short sprint. He might also 
Use some kind of teleportation. 


١١ you're Using firearms, your opponent will start 
Staggering after being hit three timas in a row (if you 
get hit; you tl have to start allover again), and he'll 
stop whatever attack he's using at that moment 

fF you time it just right, you Can couse, serious 
damage, The only problem with this tactic is that 
the revolveris slow; and the pistol doosn't do much 
damage. All in all you'll eventually have to resort to 
using a battering weapon (Fig, 17). The plain truth 

is that you'll never have enough ammunition with 
you to win this battleon the difficulty levels Normal 
and Hard (read more about this in the Secrots 
chapter) The golf clubs offer a good 
combination of speed and strangth, although they 
tend to break after ten hits. So you should bring 
plenty of hese... If you're using the Aluminium Bat 
Tor examples, you ll have to get close to the opponent 
and continuously watch out for the dangerous 
swirling attack. The best thing is to provoke the Man 
16 attack with a battering weapon, side step, hit him 
Quickly three times and then side step again. I! you 
tan control Henry's side stepping moves, and can 
Get the timing spot on, this will be very effective. Be 
Sure to attack aggressively at first — and make sure 
that you have plenty of health items with you too 


fou Ve probably been asking yourself what 
happened to Eileen (Fig. 18)? Her relentless walk 
Mo the bloody poolis a countdown for you. If 

you can win the Battie against the Man with the 
Cost before Eileen takes her dive, you'll see a 

more positive ending. The speed of Eileen's walk 
towards her doom depends on her general condition 
Pow li find al the details under the topic Ending 

in the Secrets chapter. There you'll also find al 
Information on your ráting at the end of the credits 
I you ve faithfully followed the advice of this 
Walkthrough and Eileen is still in good health at the 
end of the game, you may even get two different 


endings on your last save data 
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Room 302 


Subway 


Forest 
Water Prison 
Building 
Apartment 
Room 302 


Hospital 
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ys and items 
On the following Pages we'll introduce all the 


items relating to the different Categories; weapons, 


Suments 
equipment, items, keys (and Similar objécts) and 
documents, If you 


particular, 


enjoy the game in much greater depth. 


At the start of the game Henry Townshend has only an old 
Steel Pipa and a Wine Bottle to protect himself with, but during 
the course of the game his makeshift armoury will grow into ; 
something rather more impressive. Fortunately alongside such 
quaint items as a Paper-Cutting Knife and various pieces of 
golfing equfpment you will also get your hands on some decent 
firepower. Keep in mind that ammunition is limited, however. You 
Will find information and advice on which weapon is best to use 
in which situation in the How to Play Chapter on page 17. The 
following list sorts the items in the order in which they appear 
inthe inventory, so that you don't have to search for any longer 
than necessary. The golf clubs are treated as a special case, 
because they will eventually break and be rendered useless 


A steel pipe, not very powerful. Attacks 
can be charged quickly 


Steel Pipe Room 302, bathroom 


Stationery item which can be usad as a 
71 | Weapon. Fast, but too lightweight to cause 
much damage 


Paper-Cutting Knife f Hospital World, IF Office 


Building World, 85, Sporting 
Goods Shop 


Page | Page! A powerful bat which should normally be 
60 | 56 | لوعن‎ strictly for baseball 


Aluminium Bat 


Page| Page| Attacks can't be charged, breaks after 


Wine Bottle Room 302, refrigerator 32 30 | ten hits 
— سا‎ | — 4 
Page | The broken bottle is more effective than i 
Broken Wine Bottle $ - 17 ‘ the intact version 
| | 
— H—P — — — 
Spade Building World, 88 | ae ae Powerful, but slow and unwieldy to use 


P | Paga | Page An axe with a short handle. Swing it with 
Betty Axe ! و‎ Word; BI BRESA; 62 58 | one hand to leave a lasting imprassion 
| 


| 
Apartment World, 2F, Apartment | Page | Page 


Bug Spray 203 86 g4 | Insecticide, very useful against moths 1 
i : A 1 
—— (e2y —-— = — كطاطط#‎ 
١ | 
* - — — — — — — - — — 


ws‏ لت لذ 


Forest World-2™ time 
northwestern area 


A very effective, but also very slow 
weapon 


Da Close combat weapon with a paralysing E 
mpact. Can have a permanent effect on 
some opponents 


bos Page | Weak handgun. The capacity of the 


m m tlui — 
Room 302, Living Ro 37 34 | magazine depends on the difficulty leval 


| 
— —— d—A—AB E 


Apartment World, 2F Page 


age | Firearm with more firepower, 
Apartment 207 | 68 


64 One magazine only holds six bullets 
| 


Goli clubs am — 


Driver 


Building World-2“ time, B5, 
Sporting Goods Shop 


3-Wood 


Golf clubs break after ten hits and 
can then no longer be used, but they 
remain in the inventory. If you use 
and break the S-Iron, for example, 
you'll find it subsequently listed in 
your inventory as Broken 9-Iron. 


Hospital World, 2F 


Building World, B5, 
Sporting Goods Shop 


Golt clubs 


1001 1 


n with a good range 


Water Prison World-2* tim 
“4 


ac battering weapon 
Surveillance Room 


© Submachine Gun See Secrets Chapter 


le 


rary 


Nutrition Drinks and Pistol Bullets may be plentiful, 
but you can still never have enough of them. If only 
you had more space in your inventory... You should 
always make sure that you have a free slot for rare 
items, such as ammunition for the revolver, and Saint 
Medallions. If you want to know more about using 
these supplies, you'll find all you need to know in the 
How to Play Chapter on pages 18 and 21 


€ 


Ammunition for the 
Pistol Bullets ۲ 
Pistol 


Toca tion ol the‏ ...اما 


five Swords Oi Obedience 


Special bullets to use 


Silver Bullets against Victims OCATIORN |: x7 


A Sword of METRI tere | Page page 
Revolver Bullets IMO a Obedience a خم ل يي‎ 60 

Richard's Revolver { | | 

a 
Í 

Special candles to ١ Sword of | Building World. B8 Page | Pa 
Holy Candle counteract ghost ١١+ Obedience gente bt ف‎ f T 

hauntings 5 | 


p—— —'' UIN: | 
, 1 Page Pa 
Sword of Used for staking and ; 1 Subway World-2= time, B — 
Obedience restraining Victims SET 


Sword of Watar Prison Worid-2 Page | Pace 


Protect inst 
Saint Medallion rotacts against gras Obedience 


hauntngs and Victims 


Sword of 
Nutrition Drink Sight healing power Obedience 
—— لل ل‎ 6:6 
Completely restores a’ 
Ampoule health, with added 


beneficial after-effacts 


Portable 1 : 
Medical Kit Medium healing power 


aS 
KEYS AND ITEMS . | 


"It's locked!" You've certainly read that sentence before, 
havan't you? Time for another round of "hunt the key' 
Aside from the more obvious locked doors, there are 
plenty of items with an important "key function" in this 
game. Amd there are also items which don't appear to be 
of any use whatsoever. Or are they? On the following lists 
you'll find all the keys and items, including where to find 
them and where to use them. Don't forget that in some 
cases you'll have to fulfil certain conditions or solve a 
puzzle beforehand to make said item appear at a location 
(You'll find more information on this topic in the column PÈ 
Additional Information.) C | 


Building World, B7, 
Pet Shop 


Building World, B5, page Page 


© 
Albert's 
Sports Key Sporting Goods Shop | 60 56 


Apartment World, Pace) Page 
opens all apartments si 63- 
except 302 and 303 65 d 


| 
| Apartment World, If, page | Page 
Apartment 105 87 53 


© 


Apartment Keys 


| Apartment World, — | | 
Page | Page| Appears after reading p y Page Page 
S Doll Key Room 302, Bedroom | ١ 3F door of | 
89 65 | Red Diary Scrap (Cont) Apartment 303 69 | 85 


— 


1 


a Page Page 
Building World, B3 | 80 | 55 


Page | Page Inthe hands of a 


Ghost's Key Building World, 83 60 56 | Victim 


| | ^J 
| Location and place to 


Hospital i 1 | عووم‎ | Page : 
ital Worl | | 
®) Room K Hospital World, 2F 72 n | ace be generated by 


Hospital World, 2F 
(Eileen's hospital 
room) 


Room 302, behind 
(3) Key of Liberation | the wall (in the cost 


pocket) 


Page | Page| Only available after using 
106 105 | Pickaxe of Hope 


Apartment World 

Apartment World, 3E, page | Page Taped to the back ofa 1 

Locker Key #106 Apartment 301 6 | 65 photo 1F, Entrance hall, 
letterboxes 


$ 
(9) Murder pe 99 5 Page page Use the 1$ Coin atthe IF Subway World-2*! m e 
Scene Key Machine 9 79 77 | Vending Machine time, B1, Office 


Water Prison 
Generator Room 
Key 


LOCATION 


Forest World, 
southeastern area, 
at the tree root 


Forest World, Wish 
House entrance 


Page | Page 
4 | 42 


ie 


Ew يد‎ 
Room 302, tront Hidden in an T items 
door, after meeting page | envelope with Hospital World, 1E, Page Page "١ 
Eileen in Hospital |74 the Red Diary elevator shaft 75 | 7١ Secret 
World = July 2 
index 


Apartment World, Page! Page 
TF, Apartment 105 67 |! 


Taped to the 
65 back ofa photo 


Apartment World Page 
3F, Apartment 301 66 


Room 302, front 

door, after the first Page 
return from Subway 78 
World-2™ time 


In an envelope 
with the Kid's 
Letter 


Subway World-2" 
time, B3, Toy Box in 
the subway train 


Vater Prison World | Page 
82 52 


Water Prison World: 
2" time, B2, 
Generator Room 
door 


Available after 
Water Prison Page | Page| defeating the 
World-2" time, B1 93 90 | ghost of 
DeSalvo 


LOCATIOE 


Subway World-2" 
time, B3, Vending 
Machine 


Room 302, kitchen 


Building World-2* 
time, 815, Bar S.A, 
poo! table 


| Required for 
! opening the clock 


Building Worid-2™ 
time, 812 


Forest World, 
southeastern area, | 
atthe root 


Forest World, in front 
of Wish House 


42 exchange for 
Chocolate Milk 


Building World-2'* 
time, B15, Sporting 
Goods Shop 


Required fort 
opening the clock 
doorinB8 — 


Building World-2" 
time, B3, birthday 
cake 


Raquired after 
using the Suecu- 
bus Talisman 


Building World, 4 | Page | Page| 
Entrance of Apart- | 82 s 
mant 207 


Room 302, storage 
room 


D) Crestod Medallion 


O سا‎ 
(51) Doll's Head 

(57) Doll's Left Arm 
(S3) Doll's Lett Leg 
O Doll's Right Arm 


O Doll's Right Leg 


O Filthy Coin 


0 Lynch Street Line 
Coin 


0 Nurse Uniform 


® Pickaxe of Hope 


LOCATION DSTAILS|ADDITIOFAL 
roi ier 
wt Mp E 


Room 302, refrigerator 2 | w 


Forest World, Wish 
House, in the room 
below the doll in 

the wheelchair 


Forest World-2" tima, 
northwestern area near 
Taluca Lake 


Subway World-2" time, 
B1, in front of the Office 
of the King Street Line 


Subway World, B1, 
turnstiles 


Forest World-2'* time, 
southwestern area, in 25 
the well 


Forest World-2* 
tme, Wish House, 
wheelchair 


Forest Worid-2" time, 
northeastern area, in 87 
the well 


Forest World-2* 
time, Wish House, Pega Pas Page å 
wheelchair l 4 


Forest World-2* time, Forest Word- 2 


southeastern araa, in z+ 70 raos time, Wish House, ` 87 
the wall wheelchair 
| 

Forest World-2" time, Forest World-2* 
northesstarn area, in b rege time, Wish House, 
the well wheelchair 

1 
Forest World-2" time » Forest World-2* 
northwestern area, in -i ne time, Wish House, 


the well wheelchair 


Room 302, kitchen 
sink, clean it with 
water 


Subway World-2 time, | Page | Page 
B3, in the tay box 79 7 


Page) Page 


Becomes N Coin 79 | 78 


| | 

| 

| | 
Subway World, B1, | Page! Page 
turnstile of Lynch — 39 and 33 and 
Street Line 78 | 76 


Subway World, B1, Page, Page Appears after Cynthia's phone 
women's toilets 39 33 | call in Room 302 


P " c ere? 
see Secrets chapte ae Ses Secrets 

" chapter 

— EE 
Room 302 of the Past, Page Page Appears after the event in Room 302, wallin ‘Page | Page 
hallway 106 105 Room 302 of the past the hallway 106 | 105 


tusi ta 
| i " 
Water Prison „a { Transforms into NOR 
Prisoner's Shirt World-2* time, B1 Page | rage from the Bloody Room 302, bathtub | rae ne 


Prisoner's Shirt 


E (Death chamber) 
١ 


| | 


0 
0 — —— L— ل‎ | > 
— — — 


| 
i | 
Apartment World, | Page | Page | Transforms into Red ا‎ on Page | 


SF, hallway, push 
3F, Apartment 301 66 64 | Diary May 14 under door of 302 


f 


| t Worl Pane sin ec Apartment World, 
Red Paper Apartment World, Page] Page | Transforms into fed Page Page 


y ع3‎ halfway, push 
IF Apartment 5 | 67 | 63 | Devy-May2ü under door of 302 | 


Red Paper 


— — — 
You get it after 
Apartment World, Page| Page See Secrets Page 
Shabby Doll ١ talking to the Man x 
F. staircase 67 64 with the Coat chapter 137 


"Skinned Mike" | Apartment World, page] Page aedes Room 302. Living Page 
Cassette | 2F Apartment 205 | 68 | 64 705 your e room 65 


e—a 


M Room 302, Storage Page | Page 
f room 70 70 


| Required after 
Page | Page using the Succubus 
42 

Talisman 


f Forest World, 
Sourco Placard | Wish House | 48 


Spear of the Holy | Page 
Mother 


— 


| 
~i Building World-2" | 


Building World-2" | Page | Page | Required to open the Page | Page 
Stuffed Cat time, B3 | 100 | 95 | clock door in BB wen 87, Pet Shop, 100 | 96 
| 
Room 302 
Succubus Talis- | {romt door, after Page Page 10 aer S Page | Page 
man finishing 70 70 sain’ fe 70 | 70 
Apartment World T 
> See Eo eet 


Subway World. Required after 


-—n B1, Office of King is Page using the Succubus — * -— Ee 
م‎ Street Line Talisman ` 
ee ee 
Apartment World, Page | Page | Transforms into Red Apartment Word, Page Page 


Torn Red Paper 3F hallway, push 


under door of 302 69 9 


1F, Apartment 105 67 | 63 | Diary Scrap 


— ee ee — 


Apartment World, Apartment World, 


F Apartment 102, Page Page Transforms into Red > Page Page 
Torn Red Papor i 36 hallway, push 
pis retrige- | 88 | 63 Diary Scrap (Cont) . under door of 302 8 98 


ee — — —‏ ————— سسا 


1 
DETAILS {ADDITIONAL 
INFOMATION 


Apartment World, 3F, 
hallway, push under 
door of 302 


Transforms inta Mike's 
Love Letter 


Apartment World, 2F, Page 
Apartment 203 68 


| Page | Page 
80 | 76 


Subway World-2' Page | Page 
time, B1, Office 80 76 


Subway World-2* 


Train Handle time, B4, King St Line 


Apartment World-2 Page 
time, IF, Apartment 105 109 


Page! It's in the superintendent's.” 


D Umbilical Cord 103 | red box 


Building World-2* 
ume, Sporting Goods Page | Page 
Shop, basket with ١ 19 85 
volleyball 


Building World-2" 
time, B12 


Page Required to open the 
96 | clock door in B8 


(63) Volleyball 


Water Prison World, Page | Page Required after using the 
B1 55 50 | Succubus Talisman 


Watchfulness 
Placard 


If you've been follawing the Walkthrough word for 
word, your scrapbook should include all 52 entries 

by the end of the game. If you've missed oüt on a 

document, you'll find information about the document's 

name and where it can be found in the lists below. 

Some documents are essential for finishing the game 

— you'll have to read them to make certain items appear, 

for example. Other documents contain important 

information to help you sglve puzzles, whereas | 
others will simply reveal more details about the eerie 7 
occurrences in South Ashfield Heights. Most of the 
documents are pages from a diary, which an initially 
unknown author is secretly leaking to Henry. 


77 


mel 
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Documents i SEE 
THE ROOM. 


LANE LOCATION 2522115 Hines 
1 Text Mec Š 
How to 
First Letter Room 302, front door nest E sd 


Room 302, Living room, next to 


Book Scrap he shelf 


Forest World, northeastern area, 


Advice by Joseph Schraiber concerning tha ١ 
in the car 4 


Jasper's Memo Pad key puzzle in the Forest 


Holy Scripture Scrap Forast World, Wish Housa 


Exploration Memo Water Prison World, 1F, hallway 


| E i. "NE. 
Water Prison World, If a SUR Page fer Hints on getting into the surveillance ro 


Guard's Diary 


Waterwheel Room Plate 


Message Water Prison World, B2 


Eis Page Another hint concerning the impo 
52 48 | inthe Water Prison 


Water Prison World, 1F, | "M j Page Hint on how to rotate the floors in the 
1 


Prison Diary water Prison World, 35 cell 


1F Surveillance Room 


Report surveillance room | | Prison 


2F Surveillance Room 
Report 


Water Prison World, 2F, 
surveillance room 


Secret numbers for tha door in the Water ٠ 
Prison kitchen 


Water Prison World, 3F, 
surveillance room 


Secret Number Memo 


Room 302, front door, after 
returning from the Sports Shop in 
Building World 


Superintendents Memo Page| Page Unreadable 


Pagel Page NN 
— 2 the door in the bar (part of the phone number 
eee 


Bartenders Memo Building World, B15, Bar S.A. 


Page | Page) Tells you the name of the man who lived in 


Mike's Diary 64 | 302 before you, leads you to Apartment 207 


١ Information about young Walter's back- 
Superintendent's Diary _ | Apartment World, 1F, p Page Page pus ground and also about what’sin the cad box 


(Umbilical Cord) [Apartment 105 57 | in Apartment 105 


Page | Page | Proves who was wearing the blood stained 
68 64 |shirtin which you found the piece of paper 


" "E Room 302, front door, after using 
Mike's Love Letter the Torn Red Paper from 203 


Page | Page | Educated 00855 that you can find the key to 


Nurse's Memo Hospital World, IF Reception 72 | 7î | Eileen’s hospital room on floor 2F 


Room 302, front door, upon first 
Kid's Letter returning from Subway World- 
3 2* time 


Page |Page 
78 | 75 Envelope with the Toy Key 


Forest World-2™ time, close to 


Jaspers Burned Memo Wish House 
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tha man in the cloak who put something in 
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The Horror of 302 
i 7 25 


Walter's Showdow 


You'll fight against Walter Sullivan (formarty known as the 

Man with the Coat) in the grand finale. The monstrosity at the 
edge of the arena is surprisingly not Walter's mother, but the 
final incarnation of the mass murderer -"Big Walter”. You can 
find out more at the end of the chapter about Walter's hideous 
metamorphosis (also see "Would You Have Guessed?" on pages 


147-149 


The strategy to adopt for this fight depends on the difficulty level 
and whether or not you want to unlock a specific ending. N you — 
want Eileen 


siots clear in your inventory. After using the Umbilical Cord you 


to survive at ali COSTS, make sure mat you keep wee 


should have four free slots. Starting from either side of Big Walter 
run around and collect all of the spears on that side. Return to the 
middle and stick each spear in turn into Walter. Repeat, using the 
spears on his other side. You'll find more information on this topic 
on page 110, By the way, be extra careful when using the spears 
After collecting the second set of spears, the highlight icon in the 
inventory will remain on a health item rather than à spear. This 
conjures up the unfortunate prospect of squaring up to Big Walter 
and pushing the Use Button enthusiastically - only to watch Henry 
drink one of the precious Ampoules instead of using û spear. It 
might seem like a small point, but your chances of success will be 
greatly reduced if you waste too many precious health items. 


Provided that Eileen's condition is not beyond help, you should 
have enough time to finish Walter off before she is fully 
submerged in the red liquid (Fig. 1). If you're playing the game on 
Hard difficulty setting, concentrate your attention fully on Henry 
and Walter. When you play the game for the first time, keeping 
Henry alive long enough to mount a sustained attack on Walter 
will be your top priority. You should therefore have as many health 

"items and weapons as possible in your inventory, and only carry 
one spear at a time when facing Big Walter rather than picking up 
all of the spears in one go 


3 
* 
A ec 
| t 
| ! 
i 
| © Oniy vlnerabie efter you ve used the Umbilical Cord and the 
PT cight Spears o! the Holy Mothe f 
٠ Fears wil only cause 17 the usual damage on Easy. Or l 
y Coute A Sver Bullet w 
2 i 
hen he's completely knocked out, f 
' Ihave self-healing powers 7 
), hat 18 erged hit 25, whirl | 
Level HP Stamina Attack Speed 
١ Easy 500 500 5.25 14 
uw" Normal 700 700 5.25 1-4 
e! i | ١ 
Herd 1200 1200 5.25 14 


On Easy setting you should take the loaded 
Pistol, as well as four magazines, any health 
items and possibly a battering weapon such 
as the Baseball Bat. Normally one pistol bullet 
will inflict 19 damage points. In this battle 
however, it will only inflict half the usual amount 
of damage. You will therefore need 53 bullets 
to get the job done. It's likely that you'll miss 

a couple of shots in the heat of battle, so you 
may find yourself running out of bullets. This is 
why the batfering weapon comes in handy as 


8 backup should you run out of ammo. Since 


Walter winces after three continuous hits, it's 
theoretically possible you to win the fight 
without your opponent e 


incidan u 
incicentaity, Walters w 


that any combination of 


effective, it's just a temporary react 


H 
prevents him attacking for a short time 


On Normal and Hard settings, firearms oni 
nflict a third of the usual amount of damage, so 
it makes little sense to attack from a distance 
You can also forget about using the Stun Gun 
as it has absolutely no effect on Walter. Better 
to bludgeon Walter to oblivion with a battering 
weapon. But which one is the most effective? 
On page 17 of the How to Play chapter, you 
can read about the powerful charged attack 
of the Pickaxe of Despair (Fig. 2). In theory, it 
takes just a few on-target whacks from this 
mighty cleaver to thwart Walter's bloody ritual 
In practice, that's easier said than done, as 
the axe's lengthy charge-up time leaves you 
vulnerable to Walter's countering blows 


Surprisingly enough, it's the golf clubs that 
prove to be your best bet (Fig. 3). They have à 
comparatively low charging time and relatively 
powerful strike. If you only use charged attacks 
you can get by with just one golf club on Easy 
On Normal you'll need two clubs, and on Hard 
you'll need three. This should leave you enough 


space in the inventory for health 


items and an 
unbreakable battering weapon. If possible, try 
to charge the attack from a distance, keeping 


ange. Once f 


pping or jumping backwards pa. 
rs a 0000 strategy to stand behind Walter, then run around him and hit him 


hard from behind 

If you saved your game before the final fight, you can load the save again to 
$00 another end sequence. You will have the opportunity to watch both the 
version in which Eileen dies and the one in which she survives, presuming 
that you managed to defeat Walter. Read more about this on page 131 
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Did you notice? 


Would you 


| Game \Result 

wiles? 2: ; After the finat credits roll, featuring the names of everybody 

^ "involved in making the gamau ‘It seg the final evaluation of 
your fame play skills Ifyou save the game afterwards, you will 

get several extras the ne time you play. 


You will receive points für each aspect of your gameplay 

parfotmance, If you've achievad if up spore in-a category, 

the line willbe Shown in gegen. The tota! of a points earned 
3 determines yout Rank, which.will be represented as stars. 


n max. 20 Points 


2 | i 
١ EP 5 Poids. - 
٠١ Normal fü Points 
+ Hard 20 Points > 
1 “ss — — يكب‎ 8 


"n e max. 20 points 
IF yd manage to nish the ho game within’ two a Hodes, 
you'll get 20 points. If you take longer, one point will be 
subtracted for every thirty minutes extra that you take to 
finish the qamê, So; for a time of 2 hours 1 minute you'll 
get 19 points, and for 2 hours 31 minutes you'll get 18 
points, and so Off; 


——— ͤ— D — — ee 


Saves: max. 12 Points 


You'll be awarded maximum points if you manage to | 
play through the entire game without saving once | 
Quite a feat! Each time yóu:save your game, a point will. 
be subtracted. If you save twelve times or mora, your 
final score will be zero in this Category. 


Se * 


Continues: max. 10 Points 


You'll receive the maximum ten points if you never use 

8 Continue. Every time you use this option, a point will 

be subtracted. So if you've used Continue ten times you'll 
be awarded zero points in this category. 


Enemies Defeated: max. 20 Points 


Defeating six opponents earns 1 point. After defeating 120 
opponents the maximum of 20 points will be reached. It 
doesn't matter if you kill more. All monsters are included 
in this total, including Tentacles and Tremers 


Memo Items Found: max. 20 Points 


There are 52 Memo Items in total to collect. You'll get one 
point for every five percent of all documents collected 
(every 2.6 documents). This means, for example, that you'll 
get one point at three, four or five Memo Items, and two 
points at six or seven Memo Items, and so on. 
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Ending: no points 
Indicates which one of the four ending sequences you've 
just seen: Escape, Mother, Eileen's Death or 21 
Sacraments. No points are awarded for any of them, 
Discover the secrets of the endings on page 132. j 


Rank 


The maximum total that you can achieve is 100 points. The 
points will be displayed as two rows of stars. The larger 
stars in the first row represent the decimal place, the smaller 
stars fepresent the unit. For example, four large stars and 
eight small ones add up to 48 points. If you have just one row 
of stars, then you probably have large stars only. So you'll 
presumably have an even number such as 90, 80, 70. It's 
virtually impossible to get less than 10 points, as you start off 
with five points on Easy and there are several documents you 
can't avoid picking up. Also, there are several opponents, such 
as Tentacles, that you must kill in order to proceed further in 
the game. 


In theory, you could actually earn 102 points, but this will still 
be rounded down to ten large stars. So you don't have to 
achieve total perfection to get a perfact score! 


The bestway to get a perfect score is to do the following: 
Play on Hard, collect all the documents, and kill at least 120 


opponents. Even if you can't do all that within two hours, or 


Saving at léast once, you'll still be awarded ten big stars. Don't 
waste time collecting unnecessary items. None ofthe items 
that you collect in the game will influence the ranking, apart 
from the Memo Items. 


Generally speaking, the Rank that you achieve has little 
meaning other than being an interesting indication of your 
gaming prowess. But if you manage to score 90 points or more, 
you'll unlock some cool rewards in your next game. Read more 
about these Special Features on page 133. 


E اع‎ | 
ENDING 
SEQUENCES 


How to 
Letermine the Ending 


performance during 
و‎ factors for achieving a specific ending: the condition of 
Room 302 and the fate of Eileen 


Factor 1; Room 302 

You'll ancounter numerous occult phanomena in Room 302 
in the second half of the game (Fig. 1). There is a list of all 
the events under the topic “The Horror of 302" (see page 
136). You can choose to ignore these hauntings, or you 
can exorcise the ghosts and spirits with the help of Holy 


ave exorcised more than 80X of the phenomena 
that ha your home, you'll see the ending "Escape" 
r "Eileen's Death" 


* If you have failed to exorcise more than 20% of the 
hauntings, you'll see the ending "Mother" or 
"21 Sacraments” 


06501 matter how many occult phenomena have 


ircentage. For 


g in Rc 
the Holy Candles sparingly 


Factor 2: Eileen 

With Factor 1 you have made your first selection. Now 
there are two possible endings left to unlock in your 
current game. Which of the two you'll see depends 


on Eileen surviving the final fight with Walter. If Eileen 
ar y Eileen's Death 

1 Sacram she T e "Escape" o 
“Aine 


The big question is: how quickly can you defeat Walter? 
The selected difficulty level is very important here, 
because on Hard, Walter has more than twice as many 
hit points as on Easy. This makes him very resilient 
Eileen’s overall condition is important as well. If she's 


4 
i p f 


in really bad she she'll be in a hurry to drown herself f 
in the pool of blood. If she feels fine, she'll take much 
longer to re 2). Y Il find all of the End Exorcised Hauntings 

1 matinr f nder the topic Eileen's - 
E 5 00 5 aod More less than 80% 
0 ac 8 

Eileen Surnves Escape Mother 

Yo in see at a glance in the table on the right which = 
conditions will generate which specific ending Eileen Dies Elsen Death 21 Sacraments 


ر 


Spoiler Alert! 


In the following paregraphs you'll find a s ) 
the different endings Mat you can unlock. If you're intending 
to play the game again and eventually unlock all of the final 
Sconacios, you might prefer not to hove them revealed too 
$00n. In that case, turn the paga! 


/ > | 
١ 

Ending: 21 Sacraments | Ending: liother j 
nditions Conditions 


CC 
* You've exorcised less then 80 f the hauntings * You have exorcised less than 80% of the hauntinas in 

Room 302 Room 302 ١ 
٠ Eileen didn't survive the final fight * Eileen has survived the final fight 


Bad ending: Room 302 is infested with apparitions. Young and 
old Walter are in the living room. The radio is turned on, you 
hear the news that Henry Townshend has been found dead 
in his apartment. The list of 21 victims is complete. The 21 
Sacraments are consummated 


Average ending: Henry visits Eileen at the hospital. She says 

"Well, | guess | can go back to South Ashfield Heights now...” 
But the last scene shows you that horror still reigns supreme | 
in Room 302 | 


. 


— > ن 


Ending: 


Eileen's Death (nding? e Escape 
| 


Conditions Conditions 4 
* You have exorcised more than 80% of the occult * You've exorcised more than 80% of the hauntings in 
phenomena in Room 302 Room 302 
* Eileen didn't survive tha final fight * Eileen has survived the final fight 
Moderate ending: Henry wakes up alone in his bed. The | Happy ending: Henry leaves South Ashfield Heights (Fig. 3) and 
Condition of the apartment seems to be back to normal, You'll. f visits his neighbour Eileen at the hospital. She says: Guess I'll have 
Near the news on the radio that Eileen Galvin has died in to find a new place to live, huh?" Finally the nightmare is over 
hospital as a result of her injuries. Henry sags to the floor in the 
living room and calis out her name one me 


"Eileen..." l ١ 
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“= SPECIAL FEATURES | 


A Brand-new Fear 


When you save your game after the credits and 
evaluation, the final save data will be called “A Brand- 
new Fear". This save game provides access to all of the 
special features you'll find described in this paragraph. 
Load the save data from the main menu to start the game 
for the second time. You'll have to choose between the 
difficulty levels (Easy, Normal and Hard) as usual, but 
there are some differences to the usual New Game, for 
example new weapons. 


k Eo s s 


> # 


I 


When you save a Brand-new Fear game, you'll see the 
name displayed in yellow in the menu. In the info box 
under the list, you'll find not only the number of saves 
and the selected difficulty level, but also which endings 
you've already seen. If you managed to finish the last 
game with at least 90 points, the name of the ending will 
be displayed in red, It will be highlighted in yellow if you 
finished the game with 100 points. 


* 


Charging Time Charged Attack 


* Bonüs weapon for Henry 
* Where to find it: Forest World 
* Condition: A Brand-new Fear 


A "brand new fear" also brings with it a brand new 
weapon. But unfortunately the technical specs of the 
Chainsaw are not as spectacular as one might think from 
looking at all those sharp metal teeth. You can find it on the 
ground next to Jaspers car when you're playing the game 
for the second time (Fig. 1). The lumberjacks' tool can deal 
several hits per attack. Its strength goes up to 12.5 damage 
points per second and a charged attack will increase the 
amount of damage inflicted by as much as 40.5 points per 
second 


* Unlimited ammunition 
* Strongest weapon in the game 

* Whare to find: Apartment World, Room 102 

* Condition: A Brand-new Fear with Rank 90-100 Points 


The Submachine Gun is a weapon for Eileen that's well 

worth the wait. It can kill enemies in the twinkling of an eye, 
but power comes at a price. You must have reached a Rank 
of at least 90 points in your last game to get this little beauty. 


If you fulfil these conditions, you can pick up the Submachine 
Gun in Apartment World - long before you meet Eileen in the 
Hospital. Look for it on the counter in front of the refrigerator 
with the Torn Red Paper (Fig. 2). If you're short of space, you 
can leave the weapon there and collect it later on with Eileen 
But it makes more sense to take it right away as Eileen will 
then have plenty of opportunity to use it. 


Incidentally, the weapon will have a serious effect on 
Eileen's curse level (also see paga 138). If you take the 
weapon and maet Walter Sullivan for the first time at the 
exit of Subway World, Eileen's condition will deteriorate 
considerably. A disturbing development if you're aiming for 
the Mother or Escape endings. 


Bonus weapon for Eileen f 
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Nurse Uniform 


Cynthia s 


* Costume for Eileen 
* Where to find it Apartment 


Qutiit 


World, Room 303 * Costume for Cynthia 
* Condition: A Brand-new Fear — * Where to find it Subway World 

with the Ending Escape or * Condition: A Brand-new Fear with all four endings 

Mother and the Nurse-Mode 
If Eileen survived the last game, and you've started A Brand- Cynthia has an additional raunchy outfit in her closet. If 
new Fear, the Nurse Uniform will be yours for the taking. You you-want to see her (and her tattoo) in her party frock you 
can find it on the armohair in Eileen's Room 303 (Fig. 3) in the must have a save game with all four game Endings. Start 
Apartment World (2nd time). Although you can't actually use another Brand-new game in the Nurse mode and Cynthia 
the Nurse Uniform, taking it will allow you to unlock another will be wearing her new outfit for your short encounter in the 
new game mode. subway (Fig. 5) 


e 
— 


Nurse Mode 
* New game mode 


* Condition: A Brand-new Fear with the Nurse Uniform and 
Ending Escape or Mother 


You must have the Nurse Uniform in your inventory in your final fight 
with Walter. Additionally, you must ensure that Eileen survives the 
fight. Load the A Brand-new Fear save game. After you've selected 
the difficulty level an additional option will appear: Eileen Costume. 
You can choose between Nurse and Normal (Fig. 4), If you select 
Nurse, from Hospital World onwards she'll appear wearing the 
skimpy white outfit 


World. 


Eileen Co 
‘Normal 


Nurse 
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One Weapon Mode 


* New game mode 
e Condition: A Brand-new Fear with Rank 100 Points 


If you successfully achieve a Rank of 100 points, you can 
unlock One Weapon Mode. Start by loading the save game 
A Brand-new Fear. You'll see an arrow pointing to the 


right when you're about to select the difficulty level Press 


right to make another selection. Easy, Normal apd Hard 


are also available, but these difficulty levels aro displayed 


node. There's 


r Steel Pipe in the 


e. instead, you w 
n the subwa 

n LAs in f ^ 

pe, Wine Bottle 


lusty Axe, Bug Spray 
Richard's Revolver, Paper-cutting Knife, Pickaxe of Despair 
and Chainsaw (Fig. 6). Choose well, because this will be 
your only chance to choose a weapon in the game There 


an exce 


ts, however notion to the one weapon rule: you will 


usual places 


still find the Pistol, the Torch and all of the golf clubs in their 


Special Mode 


* New;game mode 
* Condition: One Weapon Mode played through 
(Difficulty: Hard) 


If you've unlocked the One Weapon Mode on Hard and 
finished it successfully, you'll be rewarded with yet another 
mode. Start A Brand-new Fear using the save gama, and 
you'll find a third version of the game-difficulty selection 

in contrast to the One Weapon Mode, you can obtain all 
the eleven weapons in the subway. In addition, you can 
collect the golf clubs, Torch and Pistol in their usual place. 
he most notable aspect of this mode is that you'll have 
constant supply of Nutrition Drinks and Pistol Bullets in 


15 4 "nun —T— fr n T e 
om 302 when you return from the other worlds 


wily 
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Did you notice? 


Would you 
have guessed? 


Living Room 


Kitchen 

* shoes appear in front of the cooker 
ext to bloody footprints (Fig. 5) 

* blood spurts from the tap (Fig. 6) 

* mystenous lump of flesh appears 


in the refrigerator (Fig. 7 
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Bedroom: A 
* voice on the phone tells you: 

"I'm always watching you...” (Fig. 8) 
* moaning shadow appearsiin the closet (Fig. 9) 
* picture on the wall changes 


Living Room and Bedroom: 
* cracks appear in the wall (Fig. 10) 


Every room: 
* ghost slithers out of the wall (Fig. 11) ! — 


How often you see these apparitions depends on Elleen’s condition. It's possible 
for several avents to take place at the same time. All emit a dark aura, (similar 

to that of a Victim), which gnaws away relentlessly at Henry's life energy when 
he's in the immediate vicinity. The phenomena have three different danger levels, 
ranging from relatively harmless to extremely dangerous 


Class 1: Windows, shoes, wall clock, telephone 
Class 2: Crack in the wall, dolls, television, refrigerator, wall closet 
Class 3: Ghostin wall, easy chair, peephole, tap, picture 


The hauntings first appear in the living room. Later on, the paranormal activity will The Finale 
spread to the bedroom. This is a much more dangerous situation, because you 
Will land right in the middle of the sphere of influence of the wall closet, picture Ending Sequences 
and telephone hauntings whenever you return to room 302. If you're quick, you 

can usually escape to the living room - even if you arrive at your apartment with 
minimum life energy Special Features 


The dolls that haunt the wall above the box are an annoying hindrance when you 
want to store or collect items, but if you're extra careful you should be able to i The Horror of 302 
reach the box without getting too close. Once the box is open, the apparition cant 
harm you until you close it again. The wall ghost is equally dangerous as it can Eileen 
crawl out of avery wall in room 302, When he appears it's time to exercise your 
inner exorcist and get rid of him quickly before he does too much damage 


Monster Secrets 


Exorcism Questions 
k Answers 
You can dispel the hauntings with the help of a Holy Candle. Just place one as 
close as possible to the phenomenon. Usually you can put it on the floor or ona 
chair (Fig. 12). The closer the candle is to the occult event, the sooner it will work 


m 


Placed correctly, one candle should be enough to do the trick. If you want to get 


Did you notice? 


close to the source of the dark aura, without losing any life energy, equip a Saint Would you 
Medallion to protect yourself. The first time you equip a medallion under these 
1g is getting weaker... It must 


tive power of a Saint Medallion 


circumstances 


Circ 


be this med 


has its limits: after a while it will shatter 


The exorcising of the phenomena directly affects the ending of the game (also 


see page 131). Even if a haunting disappears all by itself, it will only count as a 
successful exorcism if you've used a Holy Candle or a Saint Medallion. If you 
pear in several rooms at the same time (like the wall 

V disappear completely. Most of the phenomena won't 
appear again after having been exorcised. Only the cracks in the wall, the dolls 
and the wall ghost have a tendency to reappear. The dolls (Fig. 13) won't appear if 
you carry the Shabby Doll from Apartmant World 


exorcise hauntings that ap 


ghost and the cracks) t 
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EILEEN 


1 4 وب 
Eileen s Curse‏ 


Eileen is under the influence of some kind of curse. She's 
possessed by Walter, and the worse her condition gets, the 
more she loses her free will. You can tell this simply by looking 


at the colouriog of her skin. If Eileen's condition is really bad 


erm ene n's condition 
8 


* You leave Eileen alone 


* You leave Eileen alone in a room with an opponent 


aster) 


(the obsession will nse significan 
e Eileen is wounded by an opponent 
* Eileen drops to the ground after being attacked (Fig. 1) 
e Henry attacks Eileen when there are no opponents in the room 


Short-term effects on Eileen's condition 

* Eileen drops to the floor 

* Eileen stands next to an enemy's dark aura 
* Use of the Submachine Gun bonus weapon 


In some situations you will have no choice but to leave Eileen 
alone. The longer you leave her, the more her condition will 
deteriorate, Therefore it's never a good idea to leave her for too 
long. If she suffers too many ill affects from your absence, you can 
always take positive steps to restore some of her sanity 


Positive changes: 

The curse level goes down when Eileen is with Henry‏ ي 
But you’iLhave to keep activo for this to have any effect‏ 
It's not enough for Henry to stand next to Eilean while you‏ 
go off and make a cup of taa. (This will only have a very‏ 
small positive effect.)‏ 

e Use an item with an Anti-Ghost Effect - preferably a Holy 
Candle (Fig. 2). The Saint Medallion will reflect the occult 
aura, hut this will only help Eileen if she herself activated 
the aura 


It's possible to sooth Eilean's tormented so 


a Holy Candle in front of Eileen, to instantly raise 
her spirits. You should also place a candie at Eileen's feet 


whenever you have to leave her alone There are, however 


e Henry bumps into Eileen (Fig. S) 
e Henry hits Eileen while there are opponents in the room 


Even if Eileen is so distressed that she cries out at Henrys 
clumsiness, it won't have any overall effect on her well-being 


You'll see the physical effects of the curse for the first time 
when Eileen and Henry encounter tho grown-up Walter upon 
leaving Subway World (2nd time). But the curse level will have 
been calculated ever since Eileen met Henry in the hospital 
This means that her condition can change dramatically for the 
worse from this point onwards 


The Possession 


e evil effects of Eileen's condition will become 
increasingly apparent at the end of the game. Once 
you've banished the memories of Walter's father and 

returned to Eileen on the staircase (Fig. 4), she'll react 
to the sketchbook (see also Walkthrough, page 109) 
There are three different versions of Eileen's reaction 
depending on which curse level she has reached 


Level 1: 

It's terrible... That poor little boy... His parents just threw 

him away right after e was born... Poor thing... He really 
thinks that Room 302 is his mother... I've gotta. / ve gotta 
help him. 


Level 2: 

Oh, my head hurts... Th-That boy... he's coming in... His pain 

I feel it. Oh, it hurts... That boy... He really thinks that Room 
302 is his mother... Oh, my head... OH- oh God. vo got to help 
him 


Level 3: 

Daddy...? Where are you...? Where did you go...? 
Mummy? Mummy! Why...? Why won't you wake up...? 
H-Henry...? Ah, my head... Mummy... Henry... That boy... | 
have to help him 


Only a short time after that scene, while you're examining 
the Umbilical Cord in the superintendent's apartment, 

will you be presented with one of another three possible 
phrases that Eileen might say (Fig. 5). However, this won't 
change the fact that she leaves Henry behind, 


Level 1: 

Henry? Are you okay? It's Walter... He's crying... Even 
finishing the 21 Sacraments... It won't help that boy... I'm 
going back, Henry... To the room where he is... We're the 
only ones... The only ones that can stop him 


Level 2: 

Henry? Are you okay? Walter... He's crying... Even 

the 21 Sacraments... It won't help that boy 

m going baci Henry Townshend.... To the room where 
Walter Sullivan is... We The only ones 


who can stop him 


finishing 
re the only ones 
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l'm so scared... It's dark, and I'm 


l'm scared 
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0 scared 
? Mummy... | 
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Wake YOU Up. 
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The curse level is a really important factor in the final 
fight. The worse Eileen's condition (the more she is 
under Walt of passession), the faster she'll rush 
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t's not only Eileen's skin colouring that alerts you to her 
Her speech gets increasingly bizarre as the 
sanity (Fig 


e leve 


fSE 
urse starts to eat away at her 
* /m cold... Help me... It's him... He's coming in 
* ['mscawed!! 
* Where's mommy?? 
٠ Daddy..? Whera's daddy??? 
* Mommy... Wake up... Let me in 


en-; 
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* And God said, thou must raturn to the wellspring 
nf sin 
* And God said, 


separate from the flesh too, she who is 
the Mother Rebo 


rn and he who is the final Receiver of 
Wisdom 
. IS ISB¥- 
. usw اع‎ BASS... "Be 


Once Eileen starts spouting gobbledegook, it means that 
har condition is getting very serious. She will frequently 
stop and hit her injured arm. Aside from being downright 
disturbing behaviour, this mania also causes Eileen to 
emit a Victim-like harmful dark aura. Place a Holy Candle 
in front of her before she can do too much damage 


Eileen's Monologues 


—ͤ—ñ—I4ä—ä — — — — — 


Apart from the indicators of Walter's growing influence on 
= Eileen mentioned on page 139, she'll also start talking to herself 
from time to time. It's most likely to happen when you stop 
temporarily. Depending on where you are, she'll utter several 
sentences at random. 


“Hospital World: 

This isa nightmare...It Can't be happening... 

t + Down? Whore cul that be.? 
1 y that h x wonder if he's okay... 


This is just horrible... 


Walter’ s Diary 
aca 23 l F 
»e what Hell is like. * “Back when young Walter Sullivan lived i in the Wish House: he 


et tx 
— 5 


ML ———r wrote an unusual diary. You'll find 16 different notes on stones 
لي ج — بت فا‎ of tree stumps in the Forest World (see pages 82 and 83}, Henry 
sit "Subway World: E. = is unable to read them, but they make perfect sense to Eileen 
wonder if Joseph | is stil ee. AA: fig. 8). She'll only reads out loud when there are no distractions 
is looks like South Ashfield Station... close by (such as monsters or little boys). 


* This looks like the station closest to our apartment... 
E i used to live in North Ashfield... | used this ‘subway allthe | 
time when | was younger... : | 


=e س‎ e 


| Forest World: 

; *« Could this be... Silent Hill woods...? 

= be m pretty sure that somewhere in these woods, - 
=| dsanorphanage called Wish House. 

. | I studied archaeology back in college, as 


See ir چ‎ T 


rs so damp and gross here... 
e Could this be...that Silent Hill cult...? The place where e. 
kept all those kids locked up...? 
| * I wonder if this is where that boy was kept too... 


* That article that Joseph said he was writing... 2 08 
٠١ Was it about this place? 
Re er — ye I = October ist 
| لد‎ - +-  Hetold me I could write whatever | wanted because nobody 
| Building World: will ever see it. | like to write, My teacher taught me how. 
| ٠ [remember this place...It looks a lot like downtown Ashfield... 
* Are you...okay? Explanatory note: "He" is probably Andrew DeSalvo, who 
+ Considering the circumstances, | guess we're doing pretty worked as a warden for the cult at that time. 
good, huh... 
* [s this really what happened to the city... ? Or are we just * October 2nd 
going insane...? | played with Bob. It was fun, but / went too far away and 
* ['m in too much pain for it to be a dream...Plus, | can see you “He” got angry. 
so clearly... 
i - .ل‎ Explanatory note: Bob and John (mentioned later) are other 
i ——— children from the orphanage. 
| Apartment World: 
| * This is our apartment building, but...now it looks like some * October 3rd 
kind of nightmare. | played with Bob again. | went even further this time... 
* We can't gat out of here.? (The writing fades out after that...) 


* That boy... | feel so sorry for him. 
| — — — — * October 4th 
My cheek hurts. ! hate him. 
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* October Sth 
I got hit again, | didn't do anything wrong. 
| wish he was dead. 
* October 6th 


Tomorrow is Book Study in the chapel. If | can't read well, 
I'll wind up like John. I'm really scared. 


* October 13th 
| finally got outside. John is still stuck in that round cell. 
I hope | read well tomorrow. 0 

* October 14th 


| did a good job reading today. | was so happy. But the 21 
Sacraments for the Descent of the Holy Mother was hard. 


* October 15th 
Bob is gone. Nobody will tell me what happened. | bet... 
(I can't read any more than that...) 


* October 16th 
Some important people came today. One of them, Dah. 
(it’s cut off. .| can't read any more.) + 


* October 17th A 

The important lady told me my mother was asleep in 
Ashfield. | have a mother, too, I'm so happy. ! want to see 
my mother. Where is Ashfield, anyway? 


Explanatory note: The Important Lady is a key figure. It's 
Dahlia Gillespie from the first part of the Silent Hill series. 


* October 18th 
| have to stay in the round cell even if ! read well 
tomorrow. If | do it, God will be happy. So | will do it 
He comes into the round cell a lot to visit, but it's okay! 
guess 


October 21st 
Sunday is the day | leave the round cell to read the 
Book. | read very well today. | | can do a good job 
reading the 21 Sacraments for the Descent of the Holy 
Mother, | can meet my mother. The important lady told 
me that. But tomorrow l'm going to the round call again. 


October 28th 
| have to take a train or something to get to Ashfield. 
Everyone says Ashfield is a scary place, but | really 
want to see my mommy. 
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. March 17 


em GE 
| went to visit Ashfield again. Again, |... soi. 
something... mommy. (Some of it's blurred and | can't. 
read past there...) . 


١ 

* March 17th 
1 went to Ashfield again. It was my fourth time. Just like 
last time, my mother. something. The city is scary and 
the apartment where my mother is has... (Um, | can't read... 
any more than that.) 


" ^ 0 ` 
Explanatory note: There is a hint in this inscription as to Jl 
why the Building World belongs to the nightmare worlds. 


Eileen can only read the texts because she's possessed by 
Walter. That also explains why she reads tha inscriptions 
in 8 child-like voice when the curse level is high. If her 
condition is bad, she can read even more of the inscription 
in some instances. . 


* October 3 
| playd with Bob agin. | went even frther this time. There 
was a hew; rock. It was reely kool. HE beet me up aftr it 


* Dctober 15 
Bob is gawn. No body will tell me wut hapind, | bet HE did 
it -Andru! 


* Üctober 16 
Sum impaurtant peeple came today. One of them wuz a 
lady namd Daleeuh.. 


* February 10 
I went to Ashfeeld agen. Again | couldn't find mommy. 
Sum mean giris in the train sed mean stuff to me and | got 
scared. He beet me agen too. 


Explanatory note: There's a hint in this inscription why 
Cynthia is one of the victims ("the mean girls in the train") 


| wentto Ashfeeld agen. It wuz my forth time. Just like 
befor | didint see mommy. The sity is scarey and the 
upartmint were mommy is haz a scarey guy in it. If | can 
just reed the 21 sacrumentz for the holy mother thing | 
can be with her. 


0.5 Points 


و 
Hard 1 Point | 4 HP‏ 


The Victims 


These monsters get their name from the fact that they are the 

victims of Walter Sullivan, or more precisely, the ghosts of the 

deceased victims of the serial killer. Doublehead and Walter Should a ghosts stats differ from these values, you'll find the 

Sullivan also belong to this group details in the info box. (Details on the boxes can be found on page 
19) Occasionally you can also find some information on Ant 

All ghosts emit a toxic dark aura that sucks Henry's life energy Ghost damage’. Not only do Saint Medallions and Holy Candles 

if he's standing within a radius of approximately five meters block ghosts' harmful auras, they also reflect damage back onto 

They also boast a natural healing power that enables them to the apparitions. Usually this happens on a 1:1 basis. Some Victims 

regenerate their own lost HP. The table iori tie right-of this paga__ are more sensitive to it, some less. 


outlines their powers of regeneration 
i ii 2 „% a 
ج ل‎ 
Victim - Old Type 
— lata: Victim af the First Revelation. The heart Into: Fourth victim of the First Ravetation, " 


was tipped out for the “Ritual of the Holy 
Assumption” 
* Three times the usual anti-ghost damage 


(middis-aged person) " 
* Twice as much anti-ghost damage 


Stamina | Attack | Speed 


70 041 5 à 58 ; 
| eo | wm | 05125 : — 
"wi : à : 


HP 


— 


Victim 12 

Info: Twelfth victim, sacond victim of the 
Sacond Raveistion (young man in a sweat 
suit} 

* Three times the usual anti-ghost damage 


B 


| Stamina | Aaa 


Victim 13 
tate: 1* victim, Second Revelation 


Ghost of an old woman 


tate: 16° victim, Third Revelabon 
Lashes her victims with her long hat 
Sithers rapidly across the floor 

* Aura damage: 04/ 1/3 


Stamina | Attack Speed 


06-2 


Victim 18 - Ghost-andrew 
Info: 18? victim, Third Revelation 
* Damaged daalt by his singing: S/ 7/ 10 
* Singing can be blocked by Saint 
Medallions and Holy Candles, but not 
reflected back 
* Aura damage: 1/1,5/3 
* Aura radius: 4 meters 
* Healing power: 3 4/5 
|| 


level | HP Stamina | Attack Speed 
Easy 400 | | 1920 | 5 


10-20 0415 


| 
10-20 | 05-2 


Creatures 


Although the Doubiehesd is s corporea 
creature, û is still regarded as à com of 
the First Revelation, The Doublehead is in 
fact two people, Billy end Miriam Locang. 
Walter Sullivan's seventh and exghth 
victims. Tha subconscious guit of the mass 
murderer is manifested in this two-headed 
creature, 


The Doublehead-mutaton is also 0 
manifestation of Walter Sullivans 
subconscious. This monster was born out 
of his mamories and the emotions he fult 
for his family, 


SILENT HILLA 
THE ROOM 


lale: 17" victim, Third Revelation 
* A fifth of anti-chast damage 

© Aura damage: 7 / 10/ 15 

© Auta radius: 2 meters 

© Healing power 3/4/5 

* The burning Torch inflicts onty a 1/4 
of the usun! damage 


Attack 


How to Play 


| Stamina 


Spend 


150 75-15 122 


— 10-15 253 — 
ss | 338 


Info: 19" victim, Third Revelation 
* Doesn't float, can't walk through walls, bi 
i$ able to telaport. Moves unpredictably 
* 1/2 ant-ghost damage 
* Auta damage 04/1/3 
* Aura radius: 3 meters 
* Healing Power 3/4/5 


Monster Secrets 


— =) 


L Answers 


Sullivan 


Info: 11* victim, first victim of 
Y. the Second Revelation 
„ Healing power: 4/ 5/6 
* Damage of his attacks 
shot 10, blow 15, charged 
blow 25, stab with 
„ chainsaw: 7, sweep with 
chainsaw 12 [per htl 


1-25 | m 


To complete the Rawal of the Holy Assumption, Walter Sullivan 
Bild to become his own victim. As he made himself the lord of the 
worlds. he can't be defeated in any of them 


T Firearms inflict ite damage on Water مندمعة‎ with the burning 

Torch ea! three tenes ss much as the cual damage Water won! W 
€t show any reaction whatsoever when attacked with the 

Dun ct Torch, but the attacks wel stil cause him damage | 


UE. 


À 143 
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Info: Tho Frame Man consists of 12 Wall 
Man. The One Truth [see also page 102} 
has tice as much HP as all the others. If 
he gets hit, all the other Wall Men in the 
room will react, too. When you'va defeated 
the One Truth, you've defeated the Frame 
Man, so no need to waste time attacking 
the others 


| Stamina | Attack | Speed 


In the following Section we hope to answer any remaining 

, Questions that you might have about the game. You'll find more 
"information on the story of the game in the section "Would you 
have guessed?" at the end of the chapter. 


?: Is it true that collecting items has no influence whatsoever 
on your ranking? 
I: True 


7: Is it worthwhile to collect all the golf clubs? 
l: The golf club collection has no intrinsic value whatsoever 


7: Is the Stun Gun worth the detour (also see page 54)? 

I: Probably. The Stun Gun is rather effective against hordes of 
monsters, which are vulnerable to electric shocks. It's also very 
helpful in the fight against the six Doubleheads in the generator 
room, and against the five Nurses in the South Ashfield Heights 
staircase. 


7: I'm stuck at a certain point in the game. Any hints? 

l: Henry is strengthened by the repeated use of Continues (also 
see page 18). The effect fades in time, but it can help you to 
overcome certain difficult situations. For example, if you are 
experiencing problems with Walter in the final fight, you can 
make things easier for yourself by using repeated Continues. If 
you run out of health items, you may well find one in Room 302 
after using a Continue. On Easy and Normal you will often find 
one placed there at random. 


The more intelligent type of Rubber Face is not only 
able to use golf clubs as weapons. He's also out to 
steal weapons and items from your inventory. Keep 
a close eye on your Steel Pipe, Paper-Cutting Knife, 
Golf cluhs, Wine Bottle, Stun Gun, Bug Spray and 
Holy Candle as he'd like to take ell of them, Unlike 
Henry, a Rubber Face can use a Holy Candle against 


you as an attacking weapon. Once you've defeated a 


Rubber Face you can retrieve any stolen item. 


Some Wheelchairs cast the shadow of a human 
being. This spacies is extremely dangerous. Thay 
have mora than twice as much HP as a standard 
wheelchair, and they also cause a higher 
aura-damage of 1 /3/8 points within a radius p- 
two meters 


?: I can't find a Red Diary page where its supposed to be... 

l: The pages have to be collected at the right time. Red Diary 

- 4th April will disappear after Richard's death, for example. The 
entry for 8th April will disappear after Andrew dias. All the notes 
under the door of 302 will disappear when the door is finally 
opened with the Keys of Liberation. 


?: Are Victims invulnerable while getting up? 

No. A Victim may not seem to react to an attack while it's getting 

up offthe floor, but it will still be taking damage (Fig. 1). this will be 
, combined with damage from the first hit in its "normal" condition. 


?: Is the spiked ceiling in the hospital deadly? 
I: No. This “trap” in one of the rooms on the upper floor is 
not dangerous (Fig. 2) 


02 
?: What's going on with that giant worm in the subway? 
I: Nothing at all. You can't kill it, and it won't attack you either 
(Fig. 3). The same goes for the worm in the Water Prison 


?: Which puzzles are more difficult on Hard? 


٠١ The rrect rotation of the calls the Water Prison 


You'll only find the texts “I'm sleepy..." and “| want to go 


home" in the two Surveillance Room Reports. So you'll 


have to try it without a detailed explanation of the operating 
mode and without the important hint about the bloody beds 


?: Is the torch a more powerful weapon when lit? 


LIA * t nf tt ry "y 
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?: What's the use of the giant head in the hospital room? 


١ re |! other than he Ti lv. reall reepy 


joesn't make any difference 


?: If} run into a Tentacle, will it count as a defeated monster? 
E Yes. It will be considered to be a defeated opponent for the 
purposes of your final total score (Fig. 4). The same applies for 
Tremers. When you crush a larva s counted as a defeated 
opponent. On the other hand, if a monster is killed by Eleen or 
Waiter, it will not count towards your final total score 


04 
?: I've found a Steel Pipe in Building World. Does it have 
any advantages? 
t: No. You can't have two of the same weapon, so if you 


e both in your inventory or box, one of them will 
f 


? Will Henry die on returning to his bedroom if it's haunted? 
I: Not always. Even if you don't have much life energy left 
you should be able to reach the door to the living room 
before the phenomena start to take their toll. You just have 
to start running at the right time 


?: Can | use firearms in Room 101? 
I Ale 


?: What happens when Henry takes the Umbilícal Cord? 


he pictures that flicker across the screen show how 


as abandoned t 


?: Is that person hanging from the ceiling in the Room 302 of 
the Past really Joseph Schreiber? 

I: Yes, indeed. More precisely, it's his ghost 

?: Is it possible to open all of the doors in the game? 


n enma (d^ ^ 5 "ead tng euer 


7: is there a UFO ending? 


„ No. un*ort 


wo 


nately there's no UFO-ending! 


How to Play 


Walkthrough 
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The Horror of 302 
Eileen 

Monster Secrets 


Questions 
L Answers 


Did you notice? 


Would you 
hare guessed? 
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DID YOU NOTICE? 


— — _ 


If you leave Henry alone far a few minutes he'll start tu move 
around a bit. What he dogs depends on the weapon he's holding 
(Fig. 1) 


You'll see a round symbol or a silhouette during the loading 
times of the game (Fig. 2). You can move these patterns around 
and distort the parspective with the stick or the appropriate keys 
or buttons. 


You'll see bloody hands printed on the wall when you're looking 
out of the peephole in your front door. The number of prints 
relates to the number of Walter's victims. At the beginning of the 
game there ara just 15, after Cynthia's death 16, and so on. 


Even on your first excursion to the Apartment World you will 
notice that there is something wrong with Room 302. Although 
the floor plan of your own apartment isn't shown on the map, 
you can deduce from the two apartments under it that there are 
rooms missing in 302 


Occasionally you'll hear reports in the news on the radio about 
the improper behaviour of a Mister Suguru Murakoshi. Could it be 
coincidence that the director of this game has the same name.. 


In.the.vary first sequence of the game you're not seeing through 
Henry's eyes, but Joseph Schreibers. He wrote-his comments 
on the condition of the apartment in Red Diary - August 2. His 
remarks on the furniture are further proof (“Where did this big 
TV come from:..? | thought | had à record player here.“, "That's 
weird... My red typewriter is gone. J. The two residents of 
Room 302 are obviously sharing this experience, because Henry 
is also able to remember the "dream." 


When you get the Superintendents Memo and return from 
Building World, you'll hear someone knocking on your door. On 
looking through the peephole you'll see the writing on the wall: 
"Better check on your neighbour soon." 


You'll find signs leading to Cronenberg Street down on the 

King Street Line platfarm in the subway world (Fig. 3). This isin 
homage to the director David Cronenberg, who is famous for his 
hortor movies (for example "The Fly”) 


~ 03 


When you're coming out ofthe Pet Shop on your second visit 
to Building World, you'll find a newspaper lying on the floor. An 
article in the newspaper informs you that the shop has been 
attacked and the owner, Steve Garland, killed. If you return to 
the pet shop, you'll find it in the same condition as it was during 
the attack (Fig. 4. According to the Red Diary - August 7 Steve 
Garland was Walter Sullivan's fourth victim. 


On your first visit to the Wish House the front door will be 
closed. If you return to Jasper instead of going on to the 
graveyard, he'll say: "That building, did you see it? A long 
time ago, | was curious, so Í took ã look inside... | was 

so scared, | came right out... People say the town near 
hare... Crazy stuff happens thera too... They say those 
guys have somethin' to do with that too... That place is 
real scary too..." 


If you're brave enough to risk looking outside during the 
occult phenomenon “bleeding peephole", you'll see an 
extremely battered looking Henry Townshend standing in 
the hallway... (Fig. 5) 


Silent Hill 4: The Room may be the fourth instalment in 

a Series, but you dont need to know anything about the 
preceding games to understand the story. Just the few 
well-established elements reappear this time around, 
including the religious cult of Silent Hill. Read on to find out 
where insiders are pricking up their ears, and where real 
Silent Hill aficionados nod sagely 


And just in case you still think mat hell hatꝶ no fury like 
a Walter scorned and wonder why he actually did althe 
things can read the most important points of 
n the following pages. But consider this: 


th tor air 
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Walter Sullivan 

The name of Walter Sullivan has already beer mentioned 
n the second part of the series. A newspaper article told 
about the murder of Billy and Miriam Locane and about 
There was no talk whatsoever about 


f he me eve van Case at this ime 
T hole thing mere morbid quiz, in which 
the name of the murderer was mentioned 


Joseph Schreiber 


The name Joseph Schreiber appears briefly in the third 
part of the series. He's quoted as being an author of an 
article about the orphanage of Silent Hill. At that time the 
pe House. Apart from 


's Article which you ve 


orphanage was still known as H 


that, the text i 


found e had no further meaning 
Sıle was to create an 

om oincidence that 

the journai * - “Schreiber” means 
writer ini man 


- 


Frank Sunderland 


One of the random comments about the photograph in 
Henry's living room is the following: "I got this photo from 
Sunderland, the superintendent. | heard his son and 
daughter-in-law disappeared in Silent Hill a few years 
back...". The superintendent's son is none other than 


James Sunderland, the main character of Silent Hill 2. 


Dahlia Gillespie 

Ona of Walter's diary entries scattered around Wish House 
mentions an important lady. This is a reference to Dahlia 
the leader of the religious cult in the first Silent 
hter, Alessa, so that 
f paper in the Wish 


reminds us of her daughter with the message "Have 


e 
enture She sacrificed her daug 


V 
ddess could be born. A piec 
House remin 


you found Alessa yet? 
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Memories or 
Silent Hill 


The graphic print on Jasper's T-shirt (Fig. 1) shows the goddess 
of the Silent Hill Cult. This demon is the final boss in the first 
game of the series, His {or her] sign is the symbol you can see 
on the loading screen. This symbol marked every save point in 
Silent Hill 3 (Fig. 2). 


This cute plush-bunny on Eileen's bed (Fig. 3) is the mascot 

of the fabulous Lakeside Amusement Park (Fig. 4}, one of the 
locations of the third part of the series. So apparently Eileen has 
also visited that famous town sometime ago... Occasionally you 
can see a bunny-shaped hot-air balloon floating over the town 
when looking out of Henry's window. 


04 


If you're frequently investigating the toilet in the bathroom, you'll 
wget the following message: "There's something in the toilet. 
Should | grab it?". And then nothing else happens, because the 


answer is “I’m not brave enough to do it.“. This is a reference + 


to an incident in Silent Hill 2 when James Sunderland had to fish 
an important item out of the toilet. 


If you turn on the radio, you might hear the following 

advertisement for the pleasant holiday resort of Silent Hill. "Are 

you yearning for that spacial place to spend quality time with 

your loved one? This text is a reference to a letter written to 

James Sunderland, which played an important- and special 
role in Silent Hill 2 


The wheelchairs arê evocative of the first part of the series, in 
which Alassa was wheelchair bound. For this reason they are 
also omnipregént in the thifd part of the series. 


Inthe back room of Room you can find a bottle of white oil 
and a bow! made from obsidian (the black.cup in the document 
Descent of the Holy Mother). These objects and two holy books 
were also needed in Silent HilL2 for a ritual to bring the dead 
hack to life. 


The photographs in Room 302 are alLremindets of past Silent 
Hill adventures. The lighthouse was û location in the first game. 
The comment "There was even a rumour that a UFO came flying 
right by the lighthouse.” is an allusion to the infamous "UFO- 
ending”, which saw the hero of the game being abducted by 
aliens. (Unfortunately, this time there's go UFO ending!) 


The church has been an 
important location in parts 1 
and 3, Part 2 started at Toluca 
Lake. The picture of the fine 
and sunny day is especially 
amusing: "Apparently, it's 
super rare to have a sunny = 
day in Siſant Hill." 05 
That is an understatement of enormous proportions, because in 
the other games Silent Hill is always shrouded in dense fog 

fig. 5}. You can hardly see your own hand even when you hold it 
up to your eyes. Indeed, the malevolent fog, and the mysterious 
terrors that use it as a cloak to mask their evil deeds, are 
trademarks of the Silent Hill series. 


Third Revelation 


All four af Walter's victims have a connection to his past, 
however unwittingly. It's obvious why Andrew (warden of the 
orphanage} and Richard, who chased young Walter out of South 
Ashfield Heights had to die. A diary-stone in the forest will tell 
you why Cynthia was targeted (see page 141). She represents 
all the mean girls, who were nasty to little Walter on his way 

to the town. Jasper is a fan of thé religious cult who operated 
the terrible orphanage. His t-shirt makes that pretty clear. He 
also knows the bible of the cult, as his lecture about the Third 
Revelation proves — he'll get started on that as soon as he sees 
young Walter. 


His would-be fifth victim, Eileen, also knows Walter from his 
past. Walter will tell you in the monologue on the stairway of 
the apartment building that she once gave him the doll. The 
additional fact that she lives in apartment 303, exactly next to 
the apartment where Walter himself was born, makes her the 
Mother Reborn 
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Other Worlds 


AlLthe gruesome locations in Silent Hill 4 have some 
connection to Walter's childhood. He had to use the 
Subway to get to his “mother” in South Ashfield. The 
Forest was the location for the orphanage he would have 
spent his childhood «mif he hadn't been locked up in the 
Water Prison, The Building World is the city of Ashfield 
which scared him as a child, as the diary stones in the 
forest will tell you (see page 141). And after his birth in 
the apartment building af South Ashfield Heights he was 
taken to St. Jerome's Hospital. Due to the Ritual of the 
Holy Assumption all these places became part of his 
bizarre world 


Rituals 


Walter Sullivan enacted the Ritual of the Holy Assumption 
ten years ago in the back room of Room 302. According 
to the unholy book, Descent of the Holy Mother - The 21 
Sacraments, he needed white oil, a black cup and the 
Bod of the Ten Sinners to perform the ritual. Because of 
that only the hearts of the first ten victims were removed 
The other victims remained intact. The ten murders are 
the First Sign for the Completion of the 21 Sacraments 


The Second Sign is the ritual itself. Four more victims 
were needed for that: the personifications of Void, Gloom, 
Darkness end Despair — the last one in the person of 
Joseph Schreiber, Thus Walter was released from the 
honds of the flesh, and gained the Power of Heaven 

This way he created a world of his own, for him alone to 
control (also see Book Scrap). So it's not really all that 
astonishing that you couldn't finish off the Man with the 
Coat once and for all 


The story of Silent Hill 4: The Room finally tells you of the 
completion of the 21 Sacraments, which were supposed 


The Final Sign 


On his descent from the back room of Room 302, Henrys 
path will take him to a red chamber. At the beginning 

he's floating in an embryonic state and the whole room is 
immersed in red — symbolising the womb. On the wall you'll 
see ten glowing gravestones - equivalent to the ten victims 
of the First Revelation. Further down, the final fight will 
occur. It takes place in an in-between world, which partly 
exists physically under South Ashfield Heights — that's why 
Walter is shouting somathing to young Walter while looking 
upwards. Because young Walter is "upstairs" and knocking 
at the door of Room 302 


At the beginning of the fight you must follow Joseph 
Schreiber's from Room 302 of the Past. You'll have to follow 
the instructions in the Crim "You must n 4 an 
of tho Conjurer's mother's flesh within the Conjurer's t 
body" "part of the mother^ is the Umbilical Cor 
supenntendent Sunderland has been so kind to keep for 
thirty years in his living room. And the "true body" is the 
monster at the edge of this area — Big Walter. That is the 


son Tome 


The 
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, true Walter, who executed the Ritual of the Holy Assumption 
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tb lead to the Descent of the Holy Mother. The Third Sign 
is the four victims: Cynthia, Jasper, Andrew and Richard, 
representing Temptation, Watchfulness, Source and 
Chaos. The Final Sign requires the deaths of Eileen and 
Henry 


The most bizarre aspect of the whole story is that Walter 
really wants to make his delusion come true and bring his 
own mother back to life. According to his bible he wants 
to free Room 302, which he regards as his mother, from all 
the corruption of this world. The problem is that the "Holy 
Mother” from these scriptures is not just any person, but 
the demonic goddess of the religious cult from Silent Hill 


all those years ago. Do you notice how his pose and the 
tube-like structura are reminiscent of his old, human body 
in the back room? The Man in the Coat is just an image of 
Walter, an unholy idol he created himself. Young Walter 
on the other hand is another product of his subconscious | 
Joseph Schreiber explained it thus: “His boyhood desire 

to return to the bosom of his birth has divided him. Now his * 
child self has manifested itself in this world." 1 


To start the fight, you must first Stake the Conjurer with eight 

spears. The spears are stuck in eight gravestones arranged 

in two groups of four each — corresponding to the victims 

of the second and third revelation. Because of that they 

are also called Void, Darkness, Gloom, Despair, Temptation 

Source, Watchfulness and Chaos n the Crimson Tome 

The Conjurer's unholy fiesh will become again what it 

was — and you can finally vanquish the Man with tt 
which you ive of course successfully done by now 
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